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Licensed to deliver big brothers actic 











Wonderboy reminds me of Super Mario Brothers... vou can'tgo 
wrong with Wonderboy, it requires skill, timing and is good, 
clean fun, 


Dressed to kill in nappies and a motorbike helmet, with-a 

skateboard as his trusty steed and wielding a stone axe, 

Wonderboy is born — ready to fight off the nastiest of nasties, 

willing to leap the widest chasm, and eager to risk his life”. ancade Acriom. 
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“Best and fastest scrolling on a racing game” This Sega coin-op conversion puts other top software b 


'Best sprite design' 


gr 
& “Best playability' 
Gp 
dy 


Best coin-op conversion" | Popular Computing Weekly 


brilliant” Arcade Action, Computer and Video Games 
Your Sinclair Megagame 





[EN TERIA! | N M ENT SOF IWA R E ê 7% SPECTRUM 48K/128K/+(£9.99), COMMODORE 64/128 E: 
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ion without busting your pockets. 


FREE GAME OFFER 


(details inside cach pack) 






SPACE COLONY “06” has been artacked by space pirates. 
To put an end to their plundering, a private rescue team 


calling themselves the “QUARTET” is recruited, 





“extremely addictive and highly playable” Arcade Action, 
Computer and Videu Games 
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houses to shame. It sets a new standard for arcade tie-ins. 
Sinclair User Magazine 
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que Software Ltd is ag estionably the leading software house for the BBC Micro and Electron — with chart-topping 
programs such as Repton, Fhrust, Stryker s Run, Citadel, Ravenskull and SPEECH! 
In addition, Repton 3 and SPEECH! have also been successful releases for the Commodore and Amstrad computers. 

Our authors have been successful too. Tim Tyler, a 17-year-old from Exeter, has so far carnt £41217.15 in royalties from 
sales of his Repron games; and Peter Johnson, the author 0É Grerdrive and Deathstar, has now received £46593.46, 

As part of our program of continued expansion, we are looking for top-class programmmers of all home computers, 
including; Spectrum, Commodore 64/1728, Amstrad 464/664/6128, Commodore 16/+4, Atari ST, Amstrad 1512 PC, 
Commodore Amiga, BBC Micro and Electron. We are also cager to contact games designers, graphics designers, and 
composers of computer music. 

We have a string of major releases planned for 1987 including the new games: By Fair Means Or Foul, Nautilus and 
Haunted House; we require conversions Of these games to be written for all major home computers. ai 

H you would like to be part of our continuing success story, please tell us about yourself by filling in the coupon below and sending it to us, We will 
immedimely send you a free copy of our bookler “Success in Software” which is packed with himts, tips and advice for computer programmers, 
Ahernarively, Superiors Managing Director Richard Hanson is always available to speak to accomplished programmers; you can phone him on 0532 459453. 


Our aurhors are usually paid una royalty basis, receiving 80p for every Camel OS ONE sole, The gp eram 
prompaly every three months. For excepeonal programs, we will also consider making a downpayment on the rqyaltes or an outright cash 
pavimen. 
Pacera pot rprertor Softeveere Enmceeseçe E erierto: tal Elio Maimaging Director Richesre! Hemsom bed alriaely obteve sme acclairm as e 
o MRE PAO deve; pornos prograner bireself When they prbiiced may game Cuerdrite een can sacos, amd ve router! AP NRORE prorRey fr 
O Individual Service and Advice .. Vhs progrére finar from carey of he othber Jó programs tuinich Five bad published” - Peter Johnson. author OF Overdrive and Deathatas 


7 e always gIvE individual anentton-to our programmers and their meneh. 
1 O Wien lapproached Superior Soytucre veith am early cersiom of Ravensadl d received a grear deal of bed cor coeferice carr foorne! des fra forca 
e You Wi 1 days peta Fair Deal the geme Fecim guie definitely say tbuat their prompt ane decisive service transforme a Mica Eni life que dputrbrey tro cuide 
Nou Wi Ab vs gera Fair Deal a, + Martin Edir, co-autor OF Ravenskoull 


e a e Se are one of the fee softsane hos th haveeca 
ta TE DD busimes since the startol the home computer sofierare boom in 1982 
e We are a Medium-Sized O Cree marked for other segtueire companies and megretiabiyd beto do ço E foi Pinto e beer rija ef om micose prensas de service. 
Software House ha Last year [ sbinver Superior Software my Stnbad game, canal they made ime am offer ubich tis ore double the bighest ojers fd been | 
Pao given elecubere ” ;. Jason Benham, author of The Legend of Sinbad. | 


” gd donirconglavéo software homse has its pi pa We are Lange emeragha tar ad can afford to faunch jude 
ia . sofrware rith expensive adverrising campraipns necessary razsamatara. However, we are nor so large vour program wii ge 
o Our free booklet cenas da po base among a mass of new releases, 


SD Tue do eurk for another sofre botese, amd [never gor to speak fo any af the direciors nor anyone with cry maor dmTuinos seinbir 
Software” qells voumore about Bi sie At Supericr Sofiware, 4 dei direcily avith the Managing Director Perhaps more importanthy. just 6 weeles ater the release of | 
RR; & Rum E recêroed me first reopalty chegue mibich amonnted to more them LS, Wbereas obtainiag ney rópaltdes die from the orber 
the Company and our exciting Di ido sb getting é Boa is foi io denake several montbs of nagging and chasing Before tati the mae they oniesl 


prane nor the future. | Z is E! Chris Reberts, author cof Stryker's Rum, 


Computers Crened (or accessible) Enterests — - 
(Please tick appropriate bewes| | UPlcase dick appropriate bones) | Any other relevant information 
| Spectrum O Amnisirad 1912 PC O | ámadeGames O Desning Gaphiev | 
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| Comprador Amiga [1] Elecimn (1 | tiusímess Programs [7 Other (please specify) [3 

Amstrad dosiGbálsiza DD Otheripiease specify) [] 
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Readers who have already 
slicked” through this issue, 
will have noticed that there 
have been some changes in 
“the CRASH you have come 
to know Over the past few 
months. Most of these 
changes are ones among 
the staff, ana perhaps the 
most obvious is that CRASH 
Has a new Editor. Well, not 
exactiy new. 

Graeme Kidd, who has SO 
ably guided CRASH to It5 
current pre-eminence 
among all British computer 
magazines, whether they De 
specialist Of general, has 
moved across to edit our 
' gister title, LM, while | have 
returned to edit CRASH. In 
pursuance of the need to 
keep à fresh perspective, 
recharge the creative bat- 
teries, and provide you, the 
«eader, with the best possi- 
hle magazine, Graeme and | 
decided to 'swap roles. 

So 'Traitor' Kean returns, 
after a perambulation 
through the Commodore 64 


world, the Amstrad domain, 
and a nine-month sojum 


with non computer-owning 


the proposed new title, lhad 
managed to gain a pretty 
good grasp Of games play- 
ing (and racked up Some 
fairly good scores as well - 
Penetrator completed 11 
times... 

Despite a brave attemptto 


get the magazine jaunched É 
before Christmas, |ssuU€ One 


of CRASH actually went on 
sale on Friday the 13th of 
January 1984 — & tucky day 
indeed. | reviewed games 
with the other members of a 
growing review team, and 
edited CRASH right up until 
issue 18, before handing 
over to Graeme Kidd, who 
had been the Assistant 
Editor for six months. In 
moving over to ZZAP! 64,1 
eamed - the appellation 
'Traitor from CRASH read- 
ers! Somewhat unfairly, as | 
have always kepi well im 
touch with CRASH, have 


E 
cl 


philistimes that resulted In) 4 


the launch 0f LM. 

For readers who joined 
the CRASH fold after the 
August 1,985 Issue UHE 


injuncted one!), perhaps pare 
should explam My hback- =. 28 


ground, 


nu was April 1989 that the 
concept for à Spectrum E 


games magazine first 


blinked into existence MN the: 
minds of Oliver Frey, FrANCO > 


Frey and mysell. we worked 


at it for several months, WY7 ja 


ing to persuade the 
extremely aceptical news 


trade thai there was needfor 
such a magazine. and so) 


was October that yes 
before we got the go-ahgad 
to start. By then Crash Micro 
| Games Action, a mail order 
| firm, had been selling Spéce- 
trum games for about SIX 
months, and as the Editor of 


Sit e copy arouné 


E] mo pu “ha 
moção of the ua e 
* read over the last ar 


and a ha 
a alf n 
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uid 
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: Inoks back over 1086 giving a 
Another dase of traditianally festive dada oi, dolo 
fun, this pearacõo ao by issue Mai Croucher bagins the sage of 
Du AA ar contain peok TAMARA KNIGHT: Part One of the 
behind lhe scenes in Grovel dogs tale o(a fast-food salesbeing of the 
whare lhey make tie magazine th futuro is accompaniad by Part Two. 
Dears Lioyo's initials Lloyd himsei Simon Goodwin finds that it isn't 

pa rui nd Owngrs who ara 
esp dpi usual regular features, We 
talked to tha DENTON DESIGNS and 
found out about the split, raviawed 
Rat Trap, tha GEN game and | 
looked at musical add-ons. Not 

ting the definitiva CRASH | 
Index for 1986 and the NEWSFIELD 


Reviewers" Challenge .. 

Maps included Infilirator, Lavel 
One of Scooby Doo, all of Heart- 
land, The Great Escape. and Druid. 


No 37: 1987 
The man behin JETMAN is inter- 
viewed and reveals a few ofhis dark 
secrets, and we raveaithe dark sec- 
rets ofthe trio of revigwers chained 
pe dA nado - TAM- 
KNIGHT continues her adven- 
dn bi ço in the 
sa word of Video Digitisers. The ful 
mm match report on the Match Day 
Challange is given, in which we tell 
how one àf the programmers 
responsible for the classic ga: 
plisêtção sickasa 


February i ncluded | 
E db del all of Firelord, Avenger | 
and bp | 








O Christmas Special (including E A Issue 0) £2.25 
including P&P 

O Issue 37, £1.20 including P&P 

O OVERSEAS ORDERS: Add £0.80 per magazine 
(they cost a small Fortune to send) 


Name 
Address 

















Please mako Fresca ga con rated bieto CRASH, Kis best to avoid 
the ED Sida o the magazine this will DELA Si Ber 

OR as resuátia Y8! Send 
your orders to the address below . . 





"PLEASE DEBIT MY VISA/ACCESS ACCOUNT £ 
Iwish'to pay by Visa/Access (delete as applicable) 
nature 
dE preme, 





Expiry Date 


é 








Number of issues ordered 
TOTAL COST E 
| enclose a CHEQUE or POSTAL ORDER for the TOTAL 


BACK NUMBERS, 
CRASH MAGAZINE, PO BOX 20, 
LUDLOW, SHROPSHIRE S5Y8 1DB 
nana ENHNHNEE 
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A MAGAZINE is rather like a 
human being; É grows, goes 
through phases and changes = yet 
k never quite loses touch with its 
past and its roots. Hopefully it 
never loóses touch with its readers. 
For the last six months CRASH has 
been undergoing several changes, 
Some of these have been obvious 
ones on the presentation side; a 
new look for Smashes, reviewars' 
names appearing under critical 
comments in the reviews, à 
revamp of the games ratings and 
Others have been among the 
staff. For a while Graeme Kidd has 
had an overseeing role on CRASH, 
as Publishing Executive for all 
Newsfield's computer titles, and 
the role of Editor has been an 
uncigar one. That now changes 
with Roger Kean's retum to the 
Editor's chair (the only one in the 
office with castors). 
Another new face is that of 
Richard Eddy, who until recenthy 
worked on AMTIX!, But Richard's 
Spectrum pedigree is unquestion- 
able. He's owned one since early 
1984, and was a CRASH reader 
almost from the first issue. His 
name first cropped up at the 
Towers when he sent in his version 
of a page heading for Lloyd Man- 
gram's FORUM. Lloyd was impre- 
ssed enough to use dt in issue 18 
(July 1985). But itwas another y gar 
before tha persistent Ed e do 5 lter- 
ary bombardmeant paid and in 
desperation to keep him quiet, he 


| major chan 
| thePlaying Tips section —for a few 





ALL CHANGE AT THE TOWERS. 


was employed as a staff writer. 
Richard's long games-playing 
experience willbe putto good use 
inthe reviews, and in helping poor, 
hard-worked Lloyd with checking 
out POKESs, tips and maps. 
Which brings us to the next 
Uoyd's back with 


months anyway. Lee Paddon — 
there's an article by him in this 
issue-and Hannah Smith have left 
theteamas did the reorganisa- 


| tion, Melissa Ravenfiame has girlie 
| tipstering to herself again, but as 


we all know, the Raving Dame's 
onhy half the woman she's Sup- 
posed to be. 


There are still some alteratións 


planned in the review section of 
CRASH. Many latters have said 
how much better things are with 
the ratings after the recent revamp 


| there, butimprovements are o 


come. Ben Stone has been 9 
to grips with 128 versions for the 


| extra review comment box on 


mainstream games, but ifthey still 
seem alittle thin on the ground this 
month, forgive us for the inevitable 
confusion created by so many 
changes in the office. Ben will be 
right on top of next month. 

And as you will see in this issue, 
alotmore reviews have been given 
colour screens than ever in the 
past, and we're hoping to do even 
more next issue as part of the 


| never-ending quest to improve 
| CRASH and bring you the very 


best in Spectrum gaming. 
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| 1 
Well, spring has we and truly leaping on the Gauntiet anca “Erewego erewego erego... [| it's yer latest simulation of the FA | 
sprung. The snow is slowly leaving aja with a 3D variant which goes |" allo John, goin down ta watch the Cup, officially licensed an all that, | 

“the Ludlowvian countryside and y the name of Warlock, Ithas a | footy?” with the option of including one | 
giving plenty of room for the snow | neat twist though — you're on the | “Nah...” fantasy team and hopetulhy lead j | 












drops. And with Spring comes 
another flood of Spectrum games. 
ARIOLASOFT appear to have a fair 
few products in the pipeline = first 
off there's Ziggurat a 3D arcade 
adventure featuring lots of won- 
dertully weird puzzles and the arr- 
ival of the dreaded Mimbies — a 
cross between a Mummy and à 
ombie and for some unexplained | 
| rsason look like boy scóuts, From 
their stTARUGHT label comes 
Doghaht 2187, a vector graphic 
shoot 'em up, and a mysterious 
program going by the name of 
Deathscape —- previews next issue. 
The team down at cm. have 
been  walowing in copious 
amounts of mud over the last few 
wesks as they prepare to launcha 
game with distinct piggy over- 
tones — OINK! Based on the silly 
goings on within PC's comic ofthe 
same name, this game sees vou 
taking the role of the legendary 
Uncie Pigg = the ilustrious Editor. 
The objective is to produce a 
magazine by the day's end ana 
increase circulation. All your fav- 
ourite OINK! characters are fea- 
| tured, including Rubbishman and 
Pete and his amazing Pimple. 
While were on the subject of 
animals, THE EDGE (Aka SOFTEK) 
have bought the rights to the | 
world's most laid-back cat ever = 
Garfield. Theyre planning to 
release a series of Garfield games, 
with The Big Fat Hairy Deal pencil- 
led in as the first release. No doubt 
this game will make you paws for | 
thought (Sorry'!). THE EDGE are also 
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side of darkness and your cosy | “Ow come? On our way to | tothe hallowed terf at Wembley." 
castie has been invaded by a | Wembley... “Oh veah, an" how realistic is 2" 
bunch of soppy girties all dressed | “Well, why ud EI when I've got Weil ju just like in real lite there can 
up in Princess outfits. Being ofthe | my Spectrum to play wiv, knowar- | be an upset of because of the 
evil nature there's no problem in ramean? Giant Killer Factor which means 
staughtering them to pieces, Once | “Doocoo wot? You're goin kick | that cdccasionalhy a littlá club could 
again we'll have a preview next | vour puter around?" beat a heavily favoured team.” 
Issue. “Nah, I've just bou am the latest | “Ow much den?" 

Eure have been a bit quiet | version ofvinein's FÃ Cup 87 Foot: | “Yours for only eight quid and ya 
recentiy, but they are due to | ball. K incorporates every league get five pence change. " 
release their second Six Hit Pak, | club's form for the 1986 season as “Do told y'all that den?” 
featuring seven games(?77) The | well as new manager's questions | “Oh,alittle dickie (Branson) bird. 
seventh game, Duet, is previously 


to test your judgement, Basically, 
unreleased — however, you might 7 
recognise it. Well, f you add a few 
letters to Duet and take a few more 
away you end with Commando 86, 
which is really what it is — but we 
didn'ttell you that. 

Stringiellow Hawk's Ainwoif has 
been scrapped for the time being, 
although it might reappear in a dif- 
ferent guise One day. lkar War- 
rors, which is a kind of pretty 
Commando, is now due for an 
early summer release, 

Gremun are alsó going to be 
busy, what with Krakout, a Break- 
out variant; Thing Bounces Back, 
the return of popular Comimo- 
dore hero - Thing On A Spring; 
Deathwish Ilk; Battle of the Bands: 
and Tour De Farce-more NEWS OM 
that little lot next month. 

GAarGorLE are nearly ready with 
their follow ups to Heavy On The 
Magick (still riding high in the 
Adventure Charts), the first one's 
called The Trials of Thenon and fol- 
towing that will be The Tombs of 
Taro. 

InFOGRAMES, the people who 



































































brought you o and The | ings: Once again, more news as 
Vera Cruze Affair, have tiedup with | we get it. There's also Star Sleigh 
French company EREINFORMATIQUE | previously known as Slapfighter, 
| to bring two arcade adventures Hampage, and finally Renegade, a 
that have long enjoyed immense | future coin- op conversion. 
success on the Amstrad - Get Palaco are departing from the 
Dexter and Doomsday Blues. Get | usual spooky goings on in their 
Dexter is a 3D game featuring | Cauldron series, and going to give 
some stunning graphics and prob- | usallabitota giggle with Strip 
ably the cutest hero ever - Xunk— | and'Co. t's set in the Closing days | 
a singlefooted creature who | of the British empire using 'Stff 
bounds about the screens warning. | upper lip' humour. Super, what? 
our hero Dexter of ensuing Finally, there's US GOLD, who 
meanies, and there are plenty of | have a veritable host of releases 
them. There'salsothefollowupio | hidden up Richard Tidsall's 
The Vera Cruze Affair - The Syd- steeve. There's a humourous box- 
ney Aftair. It takes the same form | ing game, Fight Night; Gauniletll= | 
| AS its predecessor, but is a bit | The Deeper Dungeons; a helicop- 
more involved. Derek Brewster will | ter combat simulation — Gunship: 
be casting an eye overthatinafew | a will west shoot out = Express 
months, Raider, and their two latest 
From OCEAN comes Taipan, a | licences — Road Runner, from the 
128K only game, an arcade strat- | arcades, and Indiana Jones and 
egy game which takes place | inthe | the Temple Of Doom, from the 
orient. There's smugglina, piracy | movie of the same name. 
and all sorts of other dodgy deal- 
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| THE POWER HOUSE, CAL'S cover up 


tabel for ALPHA OMEGA, has 
announced that every end they 
release will contain either a free 


game or a free audio track. 
THE POWER HOUSE music ensem- 


Y é | à pata a 
mA gd 


a da h 


A Ar 


Wayne Allen, the power behind The House Electronic Xperiance's music 


POWERING UP 








ble is headed by Wayne Allen of 
the HOUSE ELECTRONIC XPERIENCE. 
Tomb Of Syrinx, which is due for 
revigw next issue, includes such a 
track, but you'll just have to wait 
andsee what the CRASH pop pun- 
dits think of it then. 


HA 








|A MOVING STORY 
FROM DOMARK 





Just a quickie to inform you all that 
Dominic, Mark and the rest of the 
DOMARK crew have been very busy 
Over the past few weeks. It has 
beer-a common occurrence toses 
the two lads tramping across 
Wimbledon, carrving plastic bin 
lingrs and boxes full of unwanted 
copies of Friday the 13th. 





Why? Are they melting- them 
down to make a life size model of 


| the Eitel. Tower? No! DOMARK are 


moving house — yes, even the pot- 


| ted plant has been evacuated and 


moved to their new address at: 
Domark House, 22 Hartfield Road, 
Wimbledon, London. SW19 3TA, 


| and that's where you'll find them, 








MartECH have discovered that a 
glitch in their duplication depart- 
ment has resulted in the duplica- 
ton of the wrong version of their 
judo simulation, Lichi Mata. Any- 
one who has already bought the 
game actually has an early preview 
copy, as opposed to the final 
finished version. One certain way 
of telling IH you have one of these 


RTECH'S OOPS 
SORRY DEPT 


otthe game the scores don'tretum 
to zero but continue to raise, 
lfyour previous copy is returned 
MARTECH at: Bay Terrace, Peven- 
sey Bay, East Sussex, BN24 GEE a 
new copy will be issusd 
immediately and postage will be 
refunded. hi you want to get in con- 


| tact with MARTECH in the meantime 
ou hi | give them a ring on 0323 768456 
previgw copies, is that at the end | 








al 
THALAMUS 
ARE GO! 


NewsrELD'S software house, 
THALAMUS, have undergone a few 
changes recently. Andy (Flathead) 
Wright and Gary (The corpulent 
one) Liddon have deserted us for 
Pastures New but Paul Cooper 
has stepped into to run it. “So far," 
says Paul, “THaLAMUS have been a 
very Commodore orientated com- 
pany. However, | don't want to see 
the Spectrum neglected so Em 
currenthy hunting around for prog- 
rammers in the hope of bringing a 


mer.” We are waiting with bated 
breath Paul. 








OUR EX - 
ED's +53 . 
PREDIC- 
TIONS 
COME 
TRUE! 


it appears that every other Speo- 
trum magazine is raving about the 
rumours of the fabled +43 — the 
Spectrum with a three inch disk | 
drive. We would just like to remind 
them that tucked neatly away on 
page eight of the July 1985 Issue, 
without exclusive plastered all 
dver it and without an 'artisis | 
impression' was our own Ex -Ed's, 


| Graeme Kidd, story. 
Spectrum release for the sum- | 


Simon Goodwin will Bring you 
the true story behind the +3 when | 
tis released to the buying masses. 





CRASH Mail Order has a new 
address for you to note down. 
We've mentioned iton every ad, 
but just in case, please 
remember. The change is very 
siight. Allmailorder or subscrip- 


NEW ADDRESS FOR MAIL ORDER! | 


tion items should now be 
addressed to PO BOX Z0 and 
not to PO Box 10. The address 
for editorial material such as 
Forum, Tips, Charts etc, 
remains the same. Thank you. 
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You probably think that joumalism 


Is a never ending round of food and 
booze. Well, normally it is... but 
there comes a time when the 
freebies run dry! 

This termíying situation hap- 
pened to me in February. A quick 
riting through the pages of my 
diary revealed thatnobody wanted 
to whisper sweet nothings to me 
about some new game, while 
treating me to a three course lunch 
Of course = this was serious! 

After all, | am a starving hack 
with a leaky roof to support... 
there was only one thing for it. [ 
would have to search for scraps In 
new quites, go down new 
avenues, get into practices of the 
most perverted, disgusting and 
depraved kind - worse, even, than 
using a Commodore - all to keep 
body and soul together. | mean 
business computing!  PCsi 
Databases!! Spreadsheets!!! Pro- 
grams you CAN'T play with a joys- 
tick. Oh the shame that | should be 
reduced to this. 

Actually, | quite enjoyed seeing 
how the other half lives (by the 
other half | mean those brainy 
| types who think that micros are 
meant for serious pursults). But 


how was | to infiltrate this secretive | 


| brotherhood? 


Minson's first law of lgging | 


states, once you get your foot in 
the door, your mouth will soon fol- 
iow. Gotto a launch, chat with your 
fellow joumos, and they're sure to 
let slip where the next free bunfight 
is taking place. 


50 it was off to the Royal Opera | 


House, Covent Garden, tor the 
launch of something called 
WordStar 4, yet another version of 
the word processor that's had 
more sequels than Rocky. Up | 
rolted, looking very chic, albeit a 
trifle sweaty, in my brand new 
black latex rubber bomber jacket, 
intending onty to scoff, pick up the 
product and 

Those were my first mistakes. 
Everyone was wearing suits and 
ties and the amme of events, 
| indicated a full schedule, lasting il 
4.00! Getting out ofthere alive was 
going to be like escaping from Col- 
ditz, | thought! 
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LIFE BETWEEN THE 
PREADSHEETS 





Als quiet on the games front atthe moment, so | thought that | might 
as well temporarily defect to the 'serious' side of computer jour- 


aperitifs are. 


Still, the food was excellent - 
especially the profiteroles - and 
the presentation wasn't without its 
líttle joys, like the moment when a 
feature of the ali-talking, all-sing- 
ing and all-dancing pac 
ipi to work. Mucho rn d faces 

on stage and meriment from the 
audience. But the real fun came 
with the questions and answers 
session. lt was then that | lgarmed 
why these are the elite of computer 
journalism. 
WordStar once had a com- 
petitor called Newlord. | say 
“once” because MICROPRO, Who 
own WordStar, liked the ad 
tion so much that they bought the 
company ... bye bye NewWord! 

But it transpires thatthis was not 
the case. The people who pro- 
duced NewlVord weré also busy 
working on a new version of their 
program, and according to their 
supporters in the audience, 
chunks of it had ended up in 
product that we'd just seen. “So 
wily didn't you call t New Word? ”, 
the jet 

8 mo nto Ugly. 
Scarves bearing t Pede agia 
Word never dies” Docas anda a 
how chant of, “Control, KO! Con- 
trol, K, OQ!” apparently an obscure 
death threat, started. | sensed that 
it was time to leave. Like the bard 
said, “What's in a name?” This 
looked like an excellent package, 
whether Star or New, 

Ag | tried to sneak out a woman 
stopped me. Had | been caught 
playin playing hookey from the main 

No worry. MICROPRO have 
foda a lesson from my friends 
at HEWSON and gave every hack a 
parting present - only because this 
Is grown up computing we didn't 
si pa spacemen ... we got 

ttlas of red wine. Cheers! 

My next venture into this shacy 
underworiad was to BORBLAND'S 
press do, also for a new word pro- 
cessor = | never leam, do 1? The 
invite said 4.30 to 7.00, which | 
took to mean an informal gather- 
ing. Pd neglected the capabilities 
of these hacks to haggle for two 
and a half hours and more. When | 
rolled in at 6,00 they were already 
into the tenth round and going 


| the way out. 





strong. 

| grabbed hold of a glass of 
champagne and slid às unobtru- 
sively as | could into a ring-side 
seat. Actually, it was right under 


| lhe BORLAND | management's 


noses, but the action was all in the 
audience. And don't ask me what 
itwas about, other than journalists 
trying to show off to each other. 
BORLAND naver needed to stand up 
for themselves, because e 
time one siagged them 

some from a rival publication 
leapt to their defence. 

An hour of this was all very edu- 
cational, but itseemed determined 
to continue all night, so | made the 
proverbial excuse and left, picking 
up a very tasty BORLAND T-shirt on 
| can't comment on 
the quality of their software, but 


| their clothing is great! Apparently 
| those who stayed to the bitter end 


were rewarded with two of these 
exclusive garments! 

| needed my beauty sleep 
though, because | was Birming- 
ham ound. The Which Computer 
Show is one of the great gather- 
ings of the business clans, and 
220a g from experience of PCW 

hows, | Ea date tha aisles 
would be running red - though 
whether with wine or journalistic 
blood | wasn't sure, especially 
after the BORLAND brawi! 

Three days later | was still wan- 
dering round the National Exhibi- 
tion re in search of a friendly 


face. I'd briefly seen Sir Clive's 
new portable, but got thrown off 
the stand 1se, in the delinium 


brought on by lack of food and/or 
imore probably) alcohol, |'d mista- 
ken this slim lite thing for a 
sandwich box and tried to eat it. 
All | can tell you is that the keys 
tasted a litile rubbery - though cer- 
tainly not the old-style Spectrum 


types that some peopie have been | 
Claimi and that its display 
winked both clearly and angrily at 


me. K looked just the thing for writ- 
ing this sor of nonsense as | siton 

jorthern Line train, if Sir Clive 
would like me to 'rail” test one 


(hint, hint!). 
No food though, and | wasn't 
even allowed to refer to the name 


| nalism. Aaaargh!... it's not worth it, no matter how good the 


Sinclair unless | had written per- 
mission from the boys on the 
AMSTRAD stand. Then, as | wan- 
dered along a distant, forgotten 
side of the hall, | heard a cheertul 
VOÍCE, eo, John” and found 
Ret geo g into fhe eyes of 
ke tor delicious new 
assistant, Sarah Donovan. 
“But what are you doing here”, 
| babbled. “Get away! They' re 
after our brains!” | was convinced 
that | was insome 50's 'Invasion of 
the Body Snatchers' scenario, 
where the aliens all wore little 


name e and wanted you to 
buy their PC clone. “kt's all right", | 


said another voice, “You're 

among friends now.” And lo and 
behold, if it wasn't the grinning 
Baxter himself. 


As my fear subsided | beganto | 


recognise other faces. There was 


Richard Bielby, the man whose | 


distribution skills put MASTER- 
TRONIC into newsagents, garages 
and vending machines in loos next 
to the Durex. Having done so 
much for the £1.99 game, he now 
imtends to do the same for the 
90.95 business package. And | 
mean package", because NERIC's 
Integrated 7 includes everything a 
working person could ever neea, 
except of course a coffee maker. 

But | needed more than coffes, 
and thankiuly so did Mike and 
Sarah, who dragged me off to a 
js hbouring bar to extol the joys 

| NERIC spreadsheet, We con- 
ill until | was more ready for 
bed sheets, then they poured me 
onto a London bound train - 
though I'm pretty sure | heard 
somebody suggesting | should be 
thrown under it. 

And that's it. Fm back in the 
smoke, nursing a NERIC hangover, 
spping away at my MICROPRO 
medicinal wine and wearing my 
BORLAND shirt. Maybe the business 
scene isnt as bad as I'd feared, 


| but | thing Vl stick to blasting 


aliens and knee-capping kung fu 
fighters! Getting into bloody con- 
fict over which way a text window 
should scroll is just too weird and 
psychotic. 
Yours in F&L and G&Ts! 

Hunter 5 Minson 
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Available on Spectrum, Amstrad & Commodore 
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Castle Lodge, Castle Green, Taunton, Somerset, TAI 4AB 
Telephone [0823] 54489 


R.R.P. £7.95 





Commodore 64 available November 20th 
Spectrum & Amstrad available February 
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| LEADER BOARD 





Producer: US Gold 
Retail Price: £7.95 
Author: Bruce and 
Roger Carver 


gader Board provides every | 


budding Severino Balles- 


E teros with the opportunity to 
take a golf ball for a walk, without 


getting rained on, catchin 
poiherine. or even being fook 
sore. As with the real game, the 
| objective is to hit a ball around a 
a course in as few shots as pos- 

B. 

Between one and four 18-hole 
rounds can be played on four dif- 
ferent courses, more than 
one course is played, they can be 
undertaken in any order. Alterna- 
tively, the same course can be 
layed, four times in succession. 
Ch course is divided into a tee, a 
long fairway, and the green = with 


the hole near its centre. At each | 


| hole the golfer's view is given, 
looking down the fairway to the 
| distant green and flag. 
There are three degrees of diffi- 
culty for the budding golfer to 
choose from. At novice level the 
ball can only be hit straight, at 
amateur level, hook and shce are 
introduced, and when profes- 


sional status is reached, allow- 


ance must be made for a wind fac- 
tor if the ball is not to drift off 
course. 

Fourteen different clubs can be 
used — all hit the ball over difierent 
distances and in different ways. 
Woods allow the balito be hit with 
greater power, essential when just 
starting from the tee, whilst Irons 
allow greater control over the 

| medium length shots. Quer shorter 
distances a Pitching Wedge and a 


chosen with regard to the distance 


to the hole, as indicated on the 
right hand side of the screen — this 
'bali to hole' distance is revised as 
each shot is successfully played. 
Shots are aimed using à cursor, 
which appears several “yards' in 
front of the golfer. Swinging the 
club requires careful timing and 
concentration if the ball is to 


or sliced. Power for each stroke is 
controllable, with the level of 


power used shown on the Power | 


Snap indicator on the screen's left 
| hand side. When a shot is hit the 
ball can be seen curving through 
| the air, and hopefulhy towards the 
hole. At the Professional lavel, tee- 
off and iron shots are affected by 
the wind, and allowance must be 
made if the ball is not to drift away 
from the hole. To aid the golfer's 
aim further, an indicator shows the 
wind's direction and strength (the 
stronger it is the taller the indi- 
| cator). 
| When the ball is on the green, 
| and within 64 feet of the hole, the 


+» flag is automatically removed, and 
| the putter selected — no other club 


can be used while on the green. 


Unlike other shots, putts travel" | 
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hit | 
the right distance and not hooked | 








along the ground and are greatiy 
| afinctod 


by the incline of greens, 


| which may slope up and downhill, 
and to the left or night. This must 
be taken into pe | 

"the shot and selecting the level of | 

power. The degree and direction 

“ oftheslope are shown on the right 

“hand side of the screen. 


A score indicator, shows which 
player is in action, how many 
strokes they have taken at the cur- 
rent hole, and their cumulativo 
score for the the round. A parvalue 
indicates the number of strokes a 
good player should take to com- 
plete the hole. Each hole's par is 
combined to give a par value for 
the whole course. À player's score 
can be equal to (E), above (+), or 
below (-) this par. 

Hazards are encountered on 
each round, and affect the golfer's 
score if played incorrecthy, Many 
of the greens and fairways are 
close to water, or contain other 
hazards such as bunkers and 


| trees. Should the ball tand in any of 


these, the shot must be replayed 
from its previous starting point. lf 
the ball is not kept on the course, 
and hit out of bounds, the golfer is 
similarly penalised. With every 
shot that has to be re-taken, a 
stroke is added to the offending 
player's score. 





| 
Vips 


O “ Okay, a couple of months 


ago | belisved that anything to 


| do with golf sims would be tedi- 
- 0us= this month sees me eating | 
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my words... Leader Board is 


| really something special! The 


gameplay is initially slow and 
is o but stick with itand 
Leader Board bacomes incredi- 
biy compulsive. The graphics 
are nafií, your golfer moves well 
but the fairway is drab and badly 
coloured. The sound effects are 


minimal, but they're not notice- 


able by their absence, | can't 
imagine that this will appeal to 
but Ym certainly 


everyone, 
| hooked — and 1 wii be for some 


time to come, ' 

BEN 
O “The graphics are the main 
drawing point of games like this. 
And even though the courses take 
quite a while to draw out, [hinkit's 








| butitisa fascinating fifa littie easy) 








indicator and speed gauge are 
very nice to begin with — but like 


most  calculating computer 
games, once you've got the angles 
right you only need to use one set- 
ting. This is good fun if you play a 
decent opponent, but solo da | 
tends to get very boring. As wi 
Tenth Frame, Leader Board hasn't | 
ly it it off with the, um 


golf simulation. * 
PAUL 


O “| suppose everyone else has 
already said t, but here goes any- 
way, | think that golf games are a | 
pretty boring end of the market. 
Having said that, Leader Boara, 
while not being the most original 
game out, is actually quite play- 


| able. The graphics are very Hob- 
| ergue in the way in which they 
take a 


es to build up, but the 


finished result is well worth tha 


| effort. | found the Hook and Slice 


hard to control - especially on the 


| higher levels, as it seemed to influ- 


ence the ball more. There are only 


| a few golf games on the Spectrum, | 
| ai one is just about the | 





Control keys: joystick only 
Joystick: Interface 2, Kempston 


| Useofcolour: Plenty cfgreenery, 


simple, 
Graphics: Nicely animated golfer, 
E 


“Jacking in other 


respect 
Sound: Minimal spot FX 


| Skill levels: Three 


Screens: Four 18-hole courses 
General rating: An excellent 
golfing simulation 


| Presentation 
Graphics 
-Playability 


| Addictive qualities 


Value for money 
Overall 
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| Author; Oxford Digital 
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control methods to date. 

An initial options screen allows 
the level of play to be decided — 
determining the starting position in 
the league table, ep hence the 
rerigio of the game. This |s closely 
followed by a ship designing SBC- 
tion where the 'trim” of the vessel 
can be altered to suit the long 

range “forecast. As the 
| dimensions and structure of the 
yacht are changed, a blueprint is 
aitered to show the craft's new 


shape. 
Pião, these structural rear- 
gements, the race selection is 
and the league table | 
appears showing your league 
standing and that of your com- 
petitors. Your opponenis are high- 
| lighted, and their ship's blueprints 
may be inspected to enable you to 
reta which team to choose. 
ving selected your adversary, 
ma view crunges to that from the 
prow of your ship, looking toward 
the first With your opponent | which define the course of ' 
abreast of you. | race, 
The ship is controlled bysteer- | | After five days of racing, pos are 
ing left and right, and raising and | givena week in which to 
iowel the spinnaker to alter | vessel in readiness for the e 
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and changes colour, depending 
on tha winds and other Weather 
factors. | 
Beneath the viewscreen there is 
a display panel giving the relevant 
details of the yacht: wind speed 
and direction, status of the spin-.| tru 
naker and aiso a radar screen | 
showing the positions of yourship, | 
your opponent and the | 


===". 


“CRITICISM. d 


| ence really, as Saílin is not a typi- 

cal simulation at all. In short, itfsa 
io de and competent game. 

e options are easy to use, and 
| when complete navigational con- 
trol has been accomplished you 
| Should have no problem in getting 
| around the course: Tha sea's 
| movements have been well axe- 
cuted, and the sight of other 
vachts speeding along the course 
adds a considerable amount of 
excitement. However, I'm a bit 
dubious about Sailing's lasting 
appeal, as the excitement soon 


































































his is achieved by es- bout of races. Inspecting the However, | spa up wears off. 
sing the select key and 'winching' | league position and blueprints of | the ia of 
the sail by rotating the joystick or | the other competitors allows you quickly, and was Prado by the 


keys = anti-clockwise to raise it 
and clockwise to lower. 

The sea is represented in flight 
simulator did with a moving 
| horizon. The sea rolls up and down 


to see how the different designs 
respond to the current nar 
conditions, enabling you to 
achieve imum performance 
from your ship. 


and the ease at which you can 
bias your ship. A is 
perhaps a tl involved for the | 
| time player, but it does add 
a lot to an experienced players 
game. Overall, Sailing is a plea- 
sure to play. ” 
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BEN 

Control k CYP left'right, Q/A 
O “ Sailing isn't one of the easjest int rolhas o 
sports to implement on a comput- | Joystick: reg Interface 2, 
er, and AcrmsoN have done well | Cursor 
ipod aii, jd Was oi colour: not over-isád par 
discard the bag sb very effecti 
from the front of vacht 15 is | Graphics: lena large, withexcel- | 






extremely vb ao with the 


in particular, 
e animate, | otro the 
design hough Vi 


lent sea effect 

| : some sea noises, nogulls, 
| but some bleeps 

Skill levels: thres 

| Screens: four different displays 
General rating: An unusual, and 
igihiy playable simulation of the 










contains a fair amount 
of flicker The presentation is 
extremely good — it contains a 
great title screen, easy fo uso 
menus e emp 
messages. This is recom- 
casa ia ld add 
ca PAUL 


O“im not a simulation fan 
| at all — but that makes no difler- | | 












CRASH April1987 17 








Producer: Firebird 
Retail Price: £1.99 
Author: Software 
Creations 


career in the health ser- | 
“vice is much like any other, | 


you have to startatthebot- 
tom and work your way up. And as 
a nurse straight out of college and 
into your first hospital, life isn't 
going to be sasy. Alithose howling 
babies screaming for food and 
water and milk and love and hugs 
and attention and  nappy 
changes... its enough to drive 
you round the twistl 
You and your fellow trainees 
enter the hospital just as the last 
batch of students leave. They 
weren t very good... in fact they 
were really awful, the baby 


ward is in utter chaos. The little | 


darlings have all clambered out of 
their cots and are roaming around 
weilhy nilhy. 
| ÀB you might expect, babies 
aren't the most responsible of cre- 
atures: they're horrible grimy pink 
things that make ghastly noises at 
the most ridiculous times at night, 
and they're very inquisitive, Plug 
sockets and mysterious boxes 
hold a fatal attraction for the little 
dears, and'too much prodding and 
poking ends in a nasty shock for 
them = 240 volts to be precise. 
The hospital wards are split into 
three levels, usually with a single 


[MAD NURSE 








cot on each floor, but occasionally 
slightly more densely populated, A 


| Counter on the status screen 


shows how many babies are on 
the loose. Starting in the shoes of 
Nurse Brenda Bumwipe, you 
chase after each one of the little 
horrors, pick them up in your car- 
ing arms and deposit them in their 
own lítio cots. But who wants to 
be cooped up in à horrid hospital 
cot? Not the babies that's for sure. 
Qut they clamber and begin wan- 
dering again. 

When you've finally collected up 
all the babies and replaced them 


| in their cots, you can move on to 


the next ward. The wards rarely 
vary in layout, but as you proceed 
the baby population begins to 
grow, making HR increasingly 
difficult to cope. It's just as well 
that you have three trainees to 
your credit, as there's no real job 


"Security in this hospital and too 


many lost babies results in early 
retiremeant for the offending nurse. 
If poor old Brenda gets the boot 
then Fiona Feedface steps in and 
takes over, her departure in tum 
makes room for the final trainee, 
Nina Nighinurse, 


ai 


l = E 


| CRITICISM 


7 | 
| 

Rã ae = 
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O “ Mad Nurse won't keep any 
self-respecting games player 
happy for longer than a couple 
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of goes — there just isn't enough 
variation in gameplay, and the 
intro bit at the start of every level 
is so monotonous. This reminds 
me of one of those hand-held 
game thingies so popular a few 
vears back; the action consists 
of one task which gets progres- 
sively harder, and becomes 
progressively more tedious the 
longer that you play. Even the 


| extremely sick nature of the plot 


doesn't appeal to me ... which 
is quite unusual. | can't recom- 
mend this, even for the price it's 
unplayable triteness. ” 
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O “Ii don't know what thoso folks 


at FIREBIRD see in this rubbish, 
every aspeci of this game is dire. 
Tha Reus are full of attribute 


roDiems, the sound '5 extremely | 


basic and there are no addictive 
elements at aíl. In fact one game 
was enough for me! Mad Nurse is 
also very sick — surely babies get- 
ing elecirocuted and falling down 


ft shafts is only funny to a sick 


mind. Stickan '“18' certificate onit. 
At least that would save most folks 
from Buying it. 

PAUL 


O “Mad Nurse is occasionally 
funny, f's also very pretty to look 
at but it becomes so dull. There's 
nothing to make you return to it 
after its been played once (well, 
that's not totally true, | did putit on 


| twice just to have the pleasure of 


watching babies plummet to their 
deaths). The front end is also 
incredibly tedious and unneces- 
sary, and there's no way of skip- 


À | ping through parts of it either. Mad 


Nurse is a disappointing release 
from FIREBIAD, it's simply a dull 


game covered up with a few neat | 


graphics. “ 


COMMENTS 


[e —— — Eq =— 


Control keys: Q/A up/down, O/P 
lefyright and M to stun gas 
Joystick: Kempston, Interface 2, 
Use of colour: very good, but col- 
pur clash present 

Graphics: well drawn, humorous 
and smooth 

Sound: limited 

Skill levels: one 

General rating: À game with little 
to offer, relying on its 'sick' over- 
tones to succeed, 


Presentation 
Graphics 
Playability 


| Addictive qualitias 
Value for money 
Overall 
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MATA LAS 


Software Communications Limited, 
Martech House, Bay Terrace, 
Pevensey Bay, East Sussex BNZ4 6EE 


PHONE: (0323) 768456 
TELEX: 878373 Martec G 


Spectrum 48/128 
Cassette £ 7.95 


Commodore 64/1928 
Cassette £B.95 
Disc £12,95 


Amstrad CPC 
Cassette LB.95 
Disc £14.95 


Available from all lgading software 
retailers or order today by mail, 


Prices include postage 
and packing plus VAT. 
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ving repiles and Essen 

Ee quide 
7 a the air On the 
pires hand, Reolorarioda like pis- 
e ti Ta 

DWM 

When together, Head sits Ho a 
tady's Sunday bonnet on Heels' 





Eeértipo de mão 





boing through doorways, 
Prince: Onaries's head at last fi nes 
apurpose-being used asa sortof 


Producer: Ocean 

Retail Price: £795 
Authors: Jon Ritman and 
Bernie Drummond 








| CRITICISM | 


|“ There have been quite a 
few games of this style 
lately = and pretty as they | 
are, many have been 
severely lacking in gamep- 
| lay. Happily the two prog- 
rammers have worked 
extremely hard to make 
Head over Heels one of the 
| most fun to play and 
| absorbing games available 
at the moment. The prob- 
| lems are all pe sui 
some are fairly easy while 
others require a lot of 
thought, time and patlencoa. 
| The graphics are awe- 
| some, the  meticulous 
attention to detail is similar 
to that in Nosferatu, but the 
overall effect is much bet- 
ter The sound could do 
“with a little tuning but it's 


generally good, are 
loads of effects during the 
game and the tune on the 
title screen is bearable, 
Head over Heels is a must 
for any self respecting 
Spectrum owner - what 
| more can | say? ” Es 


toh gi oa dt 


tongontatt player to their collec- 
pi ab ofanew 
li provide 





Fo “and 
port the two heroes from room to 
room. Oniy through trial and error 


| CRITICISM 


|“ This is definitely the best 
Ritman/Drummond game 
yet — it's even better than 
Batman! Head Over Heels is 
| the cutest arcade adven- 
ture vet, the characters are 
| extremely detailed, very 
| lifeliko and cuddly There 
are loads of puzzles to be 
solved, ranging from very 
easy to particularly hard 
' brain teasers, which means 
it will appeal to all types of 
people. The sound effects 
on the 48K version are pi 
as appealing as the 1 
aithough the tunes are a bit 
restricted. The presenta- 
tion is superb, as we've 
come to expect from all Rit- 
man/Drummond games. | 
"Head Over Heels is one of 
the most addictive, play- 
able, cuddly, cute and fun 
| games ever. Miss it at your 
perill 
PAUL 
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can they hope to successiully use 
pad ' ipmentto best 





sa 
Because of their separate and 
individual talent, itis occasionally 
necessary Is 
split up in order to negotiate cer 
tain obstacles, Decisions of this 
nature should be made when a 
appears to be 

by the dual crea- 
ture, ço in general it's usually a 
good idea to keep the pair 
together, 

Once outside the prison walls, 
Head and Heels have to decide 
whether to return to their home 
planet Freedom, or join together 
as a team, and use their individual 
skills to continue their search for 


“the lost crowns of the slave ptan- 


ets. Whatever they decide, they 
must make their way to Moonbase 
tm 


CRITICISM | 


“ Wow! this is the ultimate 
game! Head over Heels has 
| some fantastic graphics; it 
proves to all disbeliavers 
that there is still something 
| left in the forced perspec- 
e SD world; bo ipa 












Head over Heels is excellent 
'value for money, and a must 
for anyone's collection. " 


Headquarters; and teleport them- 


Belves away. 


For any one slave planet to fall 
pa Eecadadia duma would be 
plans er eme roll gi 
Such is the Empires power. that 
with the slow passing of time, a 
single liberated planet would be 
re-enstaved, and its inhabitants 
crushed once more. Therefore all 
of the slave planets must be set 
frea before the Empire's power can 
be finally destroved.. 
Seia with its city of huge 





“tombs must tumble; the 
and mountainous prison 
Slade of Penitentiary must fall, 
Safari, the densely vegetated hunt- 
ing-planet, whose natives live in 
wooden forts and set traps tor the 








papi is musical — there's a 
that plays throughout, 

RNA fas do av O VEN 

' nerves after a couple of | 


“hours. For those with sen- 
| 8itivo ears there's an 'ad- 
just the sound" option so 


you can tum kt of 
altogether or revert to the 
48K effects. A couple of 
changes have been made 
to the Front End to make 
| things a little prettier, but 
maybe a fewexira rooms or 
problems would have been 
a better addition. Despite | 
the lack of improvement 
is still highly recom- 
| mended! 





turned against its master, On each. 


tha crown must be found and col- 
tected. 


When the crowns of all four slave 
planets are collaçted, the 
can be killed, and with him the evil 
Blacktooth Empira. The Rena 


death oa the qem Head and 


Heels" task 
home to their planet TOA 
be acoiaimed as hardos, 


“can retum 






























Control keys: defineable, 
up, down, left, right, jump, 
"Swap, pick up/drop, shoot 
Joystick: Kempston, Fuller, 
Interface 2 

Use of colour: mondc- 
hromatic playing areas, with 
colourful icons 

Graphics: excellentiy 
detailed characters and set- 
tings 

Sound: adequate titia tune 
and bright atmospheric 
effects 

Skill levels: one 

Screens: over 300 

General rating: The best fun 
vou're likely to have with a 
Spectrum tor quite some 
time. 


e e e e ei si E PO 


Presentation Edo 
Graphics 7% 
Playability 96% 
Addictive qualíties 95% 
“Value for money. 9% 
97% 





| Overall 
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Producer: imagine 
Retail Price: £7.95 
Author: Mike Lamb 


À major interstelar catas- 
trophe has occurred! The | 


giant spaceship Arkanoid 
has exploded and a small shuttle 
craft, The Vaus, has scrambled 


away, onhy to be sucked into a void | 
Dimension | 


inhabited by The 
Changer. This horrid creature has 
transported The Vaus into a 
strange dimension — a void con- 
sisting of 32 block-pattemed 
screens. In order to escape, The 


to another clearing each screen of 
| blocks, finally confronting the 
| Dimension Changer on Level 33 in 
à battle to the death. 

The Vaus sits at the bottom of 
the screen, and a ball is launched 
into the playing area. This ball 
bounces around the screen and 
ricochets off the sides, destroving 
the blocks on contact. The player 
moves The Vaus left and right, 
attempting to prevent the ball from 
leaving the screen. 

Not all of the blocks explode on 


point intervals — or by coliecting a 
capsule marked with 'P”. 


ines ==: 


| c RUTICISM. A 
CRI 


O “ Aaaaaaaaaagh this is terri- 
" ble - fm addicted to a badiy | 
| programmed Breakout variant, 


my street cred is never going to 
recover! The programmers have 
a lot to answer for, the collision 
detection is awful (a major prob- 
lem for a Breakout game), and 


the program changes speed at 
| the most illogical moments. To 
Vaus has to move from one screen | 


top it all there's a scenario - 


“that's right, a scenario! Could 


eu think of anything more 
rrelevant to put in a game like 
this? You have to sit through 30 
seconds of tedious waffle at the 
start of each game. But despite 
all this the gameplay is still 
there, and the whole thing is dis- 
turbingiy compelling. However 
Um sure that Arkanoid will lose 
its appeal fairiy quickly. 


first contact. Some take a more | É 


severa beating before they disap- 
pear, and others drop a spinning 
capsule which can be collected to 
gain a 


ability to catch and relaunch the 
| ball, a laser to shoot at the bricks, 
an escape route to the next 
screen, an extra life and the ability 
to do the ball into three separate 
sphe 

mini harmless aliens float 
about, but despite their appear- 
ance they pose an indirect threat 
to the Vaus — when one of these 
wandering obstacies is hit by the 
ball, itexp and sends the ball 
fiying off in the opposite direction. 
-Failing to stop the ball from leav- 
ing the screen loses a life, althoug 
extra lives can be eamed at regular 


a feature - such as an | 
expanded bat, a slower ball, tha | 
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O “ Whatever next! Will fares be 
back in fashion this year? It seems 


a distinct possibility if the fashion | 
| pd po a witha Spec- 


industry follows IMAGINE 's example | 
to the uter industry. 


BEN | Arkanoid contains no adaictive | 


| -and poorty animated. " 


| Controlk 


to ES 


pdadés 1 


Pg top pare e 
ing to and very easy ve 
ab do The Thru The Wall 


trum is more fun to play than this: 
Graphics are very simply defined, 


6“ What can | say? It's something 
like five years since the release of 
the Spectrum, and someone is still 

trying to flog a version of the game 
that was given away with the very 
first machine! Not only that, but 
piada t bl | would 

Ex after five years of develop- 

ment, The additions to the bat are 

ação but the game real falls 
“Cown due to the speed variations. 

Somehow, though, someone has 

managed to put some addictivity 

into a game whosa programming 
defies such a compliment. Gener- 

alty, ro id above average prod- 
uct that could have convertod well 
from the arcade machine, but has 
been let down by poor program- 
mira. * 


= e 


1 a Cala! . 
| COMMEN j LES 


a Ee 


E um e e 


left CAPS SHIFT-V, 
right B-SPÁCE, fire A-L 
Joystick: Kempston, Interface 2 
rapa of colour: bright and attrac- 
iva 

di smooth but unimagina- 
iva 

Sound: spot FX, not tuna 

Skill levels: one 

Screens: aa 

General + Above average, 
and surprising “addictive consid- 


| | ering its ancient gameplay. 
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| Retail Price: £1.99 
| Author: Nick James 
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Producer: Bubble Bus 


E USSLE BUS SOFTWARE'S latest 
release bears a remarkable 
similarity to that age-old 

arcade favourite Pacman. Hang on 
aminute... tis Pacman! 
The program consistsofa series 

Of six unique screens which repeat 

infinitely. You control a small crea- 


| ture with an insatiable appetite, 


whom you guide through the on- 
screen mazes. To progress to the 
next screen, all of the dots strewn 
about the maze's passages have 


to be eaten = with this task | 


accomplished by simply moving 


| over them. 


Four ghosts chase you around 
the mazes, trying to touch you, and 
thus stealing away one of your 
three lives. To combat the spooks 
there are Power Pils placed 
around the screens. When these 


| pills are eaten, you become tem- 


porarily immune and can tum on 


“the ghosts, improving your score 


with each one that you eat. When 
a ghost is eaten, it returns to the 
“home” square in the centre of the 
screen. kt then reforms, and the 
relentless pursuit commences yet 
again. 

Letters forming the words 








dh sro to raraatdh; pm mahar f 2 Ep bi: - Er o ] o d mat Te 
| there's something aboul the game tisel 


1 —— 
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a 


"EXTRA! or BONUS" occasionalhy 
appear within the mazes. When 
successfully gobbled they appear 
at the top Of the screen, ano are 
worth 100 points each. Forming 
the entire word however, eams 
either an extra life or a substantial 
points boost — depending on the 
letters collected. 100 points are 
also awarded upon the eating of 
any item of fruit that appears on 


| Dot Gobblers are an old genre indeed, but 















screen. Each dot is worth 10 
points, the Power Pilis score 100 
points and devouring a ghost is 
also worth 100 points. Your cur- 
rent score, the amount of lives 
remaining, and the fruit and letters 
collected, are displayed at the top 
of the screen, 

When all six screens are com- 
pleted, the action moves up a level 
and back to the first screen — but 









| the ghosts are far less frendiy. 


this time the pace is furious, and 


CRITICISM 


O “ Gosh, a tedious version of | 


an ancient arcade favourite! I've 
got stacks of games like this 
gathering dust on the shelf, 
they've all been loaded up once 
and then never played again. 


The graphics are average for | 


this type of game, there are one 


| or two types of flickery charac- 


ter on the usual drab screen. The 
sound on the other hand is quite 
good, there's a jolly tune on the 
title screen and there are a few 
munchy effects throughout. The 
gameplay is much the same as 
you would expect, fun at first but 


boring after a few goes. you're | 


a Pacman fan (that makes you 
about twenty-two) this will prob- 


ably keep you quiet for a while = | 


but | wouldn't recommend it. " 
BEN 


O“ Yeah! Vere going back to our 


roots, man! A crerent storviine | 
| maybe, but the same old game. 
| Classic Muncher is nowfere near | 


as good as MASTERTRONIC'S ver- 
sion, but most of the fealures are 
stil there. The grids are well 
drawn, and the characters move 
smoothly without any flicker. The 
title tune is quite gooo, but the 
sound effects aren't too useful. 
Having said all that, no malter how 


| go0d the gameplay is this concept 


s a bit long in the tooth to be 
released these days - evenona 
budget label. " 

PAUL 


O“ Hal What a nostalgia trip this 


one is! lt really does take us all 
back to the days of the good old 
Atari VCS consoles — those were 
the days, eh? Unfortunately, 
Spectrum games have come on a 

ood bit since those days! Classic 
Muncher is à memory that I'm sure 
most of us could do without. isn't 
overty addictive, the graphics are 
very outdated, and basicaliy, | 
would recommend leaving dt 
alone. " 


MIKE 
DR ea e poe US o Ed 
| CPARAMENITO | 
| COMMENTS |, 


Control keys: definable, preset: 
Q/'A up/down, CYP left'right 
Joystick: Kempston, Cursor 
Use of colour: drab, and unim- 
aginative 

Graphics: unsurprising 


E a 





| Sound: average 


Skill levels: one 

Screens: six 

General rating: Another unin- 
spired attempt at a worm out idea. 


Presentation 
Graphics 


Value for money 
Overall 


















 SHADOW 


SKIMMER 





Producer: The Edge 
Retail Price: £7.95 
Author: John Marshall 


disastrousl 


routine inspection of the 
exterior of an interstellar 


liner goes 


wrong. The liner's computers mal- | 


function and the ship's second 
officer is trapped outside in his 
personal scout craft, or Shadow 
Skimmer. To retum to the safety of 
the main ship he needs to make 
his way to the main personal 
hatch, at the far end of the mother 
ship. And that means avoiding the 
ship's security and defence sys- 
tems, systems that cannot be 


| closed down by Galactic Com- 
| mand. 


Tha exterior hull of an interstellar 


| liner is a complicated, and hostile | 


environment. Radar controlled 
defences sweep the ship's face for 
intruding meteors and asteroids, 
whilst robot craft scavenge across 
the ship's skin. These systems are 
non-selective, the Shadow Skim- 
mer stranded outside the mother 
craft is now the intruder — and is 
sure to be treated as such. Survival 


AESA 


ha 


is only possible if the Shadow | 


Skimmer can be piloted across 


sach section of the ship's hull, and | 


ts defences Countered. No easy 
task, for each system has been 


| designed to be almost undetecta- 


ble and virtually indestructible. 
The Shadow Skimmer can be 
pitoted to left and right, upwards 
and down, and can even flip over 
and fiy on its back, in order to 
negotiate obstacles and barners 
that would otherwise be too low, 
However when in this fiying mode, 
tis more vulnerable to attack, and 
manseuvres must be sharper and 
quicker if it's to survive, 
The Skimmer isn't totally 
defenceless. Three energy shields 
| help, but they're destroved by 
repeated blasts from protecting 
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robot craft or radar systems — and 
with all three gone, so |s the game. 
Even if the Skimmer's shields are 
nót breached, the craft is easily 


impact, or on hitting a patrolling 
robot craft, A display indicates 


| how mary shields remain, and a 


Damage Report panel signais how 

close you are to losing one. 
Powerful pulse lasers are capa- 

bla of destroving weapons sys- 


tems found in the mother ship's | 
| three hull sectors, In each sector, 


the defence system must be 
destroyed before progress can be 
made to the next. This is done by 
identifving crucial defence objec- 
tivas and blasting them witha laser 
isa When a defence objective 

as been destroved, barrigrs pre- 
viously impassable no longer 
cause a problem, andthe Skimmer 
Cam move on. 

Forrays under the outer skin of 
the hull are occasionally neces- 
sary. Here, the heart ofthe defence 
system must be located, and 
destroyed before returning to the 
“surface”, This is done by hovering 
above a hatchway, opening it by 
firing, and moving through. 


E 


Ônce the third sector of the 
mother ship's hull |s reached, the 
main personal hatch can be found 
and through this entry made into 
the mother ship... and safety. 
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6 “ tHE EDGE have been disap- 
pointing lately, Fairlight || was 
pretty but unplayable and Shao 
Lins Road was messy - it also 
lost out on the gameplay front. 
Shadow Skimmer follows the 
same trend |'m afraid — there are 
plenty of ace graphics and a fab 
tune on the title screen, but the 
gameplay is annoyingandocca- 


SET Ma ei a TA ra 
t RITICIS! A k , 


thrown out of control by blast | 


Doe 


than a day or two. “ 





| complicateu 





sionally repellent. The three 
levels are fairty easy so 
shouldrn't take too long to play 
through them, therefore, if you 
do persevere Shadow Skimmer 


| won't appeal for long. All in all | 
| cant 


recommend this, it 
wouldn't keep your average 
gamesplayer happy for longer 


RS ta 


a 





| 60 “Shadow Skimmer contains 
| some of the most altractive bas- 


relief graphics of any Spectrum 
game. However lhe game corm- 
tains little to do and gets boring 


| after a while. There's too much 


inartia involved for quick and 
accurate pias and | don't like 
the idea of being thrown around 
the room whenever you're hit by 
an enemy. 's ofiputting and often 
results in the inescapabia situation 
of being stuck between two aliens. 
The inter-deck stages ate a 900d 
idea and make a change from the 
graphics of the 
decks. Even though | played 
Shadow Skimmer for quite a while 
e arado Ali to do in it. Worth a 

| PAUL 








o “Hmm. Em not sure what 


Sinclair Liser were doing when | 


they said it Bio beat ano Ae OH 
everything else aroun ages, 
but É rito entitled to their 
opinions. The packaging is very 
nice, and the aura graphics are 
pretty, and well coloured; there- 
fore the screen shots (and SL's 
quote) might persuade some 
people to buy a game which |sus- 
pect they might not enjoy a lot. 
That said, Shadow Skimmer |5 a 
raasonable 
ment is excellent, very smooth, but 
when you colide with an enemy, 
ora missile, it's quite easy to lose 
your bearings as you go zoôming 


uncontrollabty arôund the nearby 


screens. All the presentation and 
programming is there, but the 
game itself isn tthe greatest con- 


| cept ever. | found | was starting to 


get bored after onhy an hour, which 
isn't really worth spending £7.95 


for, 
MIKE 
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| COMMENTS | 


lo cla 


e 





Control keys: definable, preset: 
EX leftt'right, O/K up/down, zero 
to fire, Caps Shift to flip 
Joystick: Kempston, Interface 2, 
Cursor 

Use of colour: very good, varied 
Graphics: excellent, imaginative 
and well drawn 


sound: good tune, reasonable FX 


Skill levels: ore 


* Screens: three scrolling stages, 


plus inter-deck game 

General rating: Interesting and 

above average idea gets spoiled 
by game elements and a lack of 

playing scope, 


| Presentation 
| Graphics 


Playability 
Addictive qualities 
Value for money 
Overall 





a: the ship move- | 
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Producer: Elite 
Retail Price: £7.95 
Author: Andy Williams 


ombjack's  supercharged 

superhero returns in this fol- 

“low-up to the highly popular 
platform game. However, instead 
of defusing carelessiy discarded 
bombs, Jack now lives in-a free 
| enterprise society, coliecting bags 
| of gold as a way of life. 
| As in the original, the action 
takes place in over forty different 
locations = ranging from the Taj 
Mahal to the lava pits of a distant 
planet. The objective is jump from 
Platform to platform, collecting as 
| many sacks of gold as possible. 

&56 are either open or closed, 
and Jack takes this into account 
when choosing the order in which 
they are to be picked up. pos pç 
| touching a sack adds it to Jack's 

collection. 

Open sacks containing flashing 
gold coins are worth double 
points, and it is these that aremost 
useful to our favourite gold-digger 
in his quest to become a mil- 
lionaire. As soon as one open sack 
| '5 collected another appears, and 















| stronger and more intelligent. Give 


* quarded by a creature, he must be 


'* hônaire cannot always move to a 


| forms. Though Jack can pack 





plated hinos, -which become 


these haif a chance, and they are 
transformed into creatures similar 
to Jack himself, and as active as a 
box of fleas. At first these irritating 
little bounders leap aimlessiy, but 
if Jack is slow they begin to home 
in. 

The correct route for Jack to fol- 
low is not always obvious. Some 
sacks can be tantalisingly close, 
but frustratingly hard to reach — 
trial and error is the only way to 
find the easiest path. Should Jack 
have to use a short platform 


exceptionally quick to avoid being 
tumbled to his death. Memorising 
toutes enables you to move him 
quickly, without the need for time- 
consuming thought. 

However, our would-be mil- 





platform, avoid a guard and 
acquire a sack by sheer speed 
alone, Sometimes, he too must 
use a litle brawn and push the 
bizarre beasts from their plat- 









more into his jumping than Daley 
Thompson, he does have limited 
energy, (perhaps he doesn't drink 
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coligcting six or more earns a large 
bonus. Collect ten open sacks, 
and an extra life is added to Jack's 
original three. Choosing the wrong 
sack to begin with means that the 


causing problems and con- 
sequentiy decreasing the evertual 
Score. 

Wherever Jack goes, his simple 
desire for wealth is ruthlessiy 
obstructed by obnoxious spoil- 
sports, who do everything in their 
power to ensure that he remains a 
pauper, These guardian creatures 


cious nest-eggs, and try to push 
him from their platforms. Initially, 
mean tadpoles patrol jealously — 
in tum, they mutate into armour 
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rest are collected out of order, | 


| Check how our hero is standing up 


resent Jack's quest for their pre- | 
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enough Lucozade?), Physical 
contact with a patrolier drains our 
vitamin-packed leaper of energy. 
so by waiting until à guard is near 
a platform edge, he can push using 
the minimum of effort. Butbeware, | 
a beast can bundia. back, and 
engaging in any prolonged argy- 
bargy only proves that Jack needs 
to go on à body-building course. 


to the strain by carefully watching 
his energy levels — displayed on 
the left hand side of the screen. 

If he doesn't feel like getting too 
intimate, Jack can take the easy 
way out and knife his enemy to 
death — repeated stabbing does 
the job twice as fast. However, 
don't kill an opposing creature on 
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| your start platform — he just reap- 


pears, and gives Jack an even har- 
der time. 
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| CRITICISM 


8“ Bombjack was one of my all- 
time favourite games, so | was 
see lrnho forward jd 
sequel, again my hopes 
have been dashed... it's not 
that the end product has turned 
out badly, it hasn't = but it isn't 
really a patch on the original. 
The graphics are only adequate, 
rsized characters are 
well animated and the back- 


| grounds ars nicely drawn, but | 


eel that Jack could have done 
with a little more detail (and his 
cape seems to have disap- 
peared). The gameplay is where 
this really falls down, ittakes too 
long to ah any “feel”, lf you 
haven't already got ici 
then this represents excellent 
value for money — if you have, | 
suggest that you stick with It. " 
BEN 


6 Ci didn't find Bombjack Il as 


compulsiva as its predecessor, as 
| found myself getting bored with it 
very quickiy, graphics aren't 
as good as the original, Jack 


| Seems to have been forgotten and 


made to jump around in his under- 
wear. The backgrounds are above 
average, but don't really make 
much difference to play. lts a 






| Ro idea of eure's to throw 


mbjack in with the package — 
but | do get the feeling that most 
people will enjoy the freebie more 
than the actual product. Presenta- 
tion is very much in the Bombjack 
sivie, and is still haven't 
included a redefine keys option. 
Bombjack |! is more of an upgrade 
than a new E -insimple terms, 

is more ot the same. " 
PAUL 


O “ Bombjack was a great little 
game; but something appears to 


be missing from its successor, and 
the original's addictive qualíties 
have been lost along the way. | 
Although the backgrounds have 
improved from the simple 
two-dimensional pictures of the 
original, Bombjack Ifs characters 
are tar inferior. Maybe IF's a little | 
unfair to compare the follow up to 
what was such a superb game, but 
| | suspect that ELITE are aware of 
this inferiority, and have included 
the original as a form of compen- 
sation. Anyone who doesn't pos- 
sess a copy of Bombjack ought to 
take advantage of a very good bar- 
gain — this however doesn't make 
up for the fact that Bombjack Il is 
something of a disappointment. " 




































Control keys: O up, À down, N 


left, M right and X stab 


Joystick: Kempston, Cursor, 


Interface 2 


Use of colour: colourtul back- 


grounds spoiled by monochroma- 


tic characters 


Graphics: detailed scenery, but 


poor characters 


Sound: no tune, but nice effects 


throughout 
Skill levels: one 
Screens: over 40 


General rating: A poor follow-up, | 


which loses its pedecessor's 


sparkle. 


| Presentation 
Graphics 
Playability 


Addictive qualities 
| Value for money 
| Overall 


75% 


55% 


74% | 
719% | 


B7 % 
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Atwoway test of skill and nêrve=can you out= 
manoeuvre the awesome ogre and blast a path > 
through the myriadof colourful blocksanden 
the return, are vour reflexes fast entgh to 


retrieve the speeding missile, deflected from 
TT É its block shattering journey or regurgitaça, 
contemptuously from the ogre'smouth. 
Graphically brilliant. Compulsively 
“MI TI ED €º absorbing. At the highest levels your skill and 
ho speed must be exceptional, 


“DON'TLET THAT HAPPEN TO YÔU-GET TO IT BEFORE IT'S TOO LATE! 


tm 


CBM64/128, Amstrad Spectrum 48/128k, MSX 


cai Inn Aire 
ar £9.99 nskElMo K IV 1 || VEN ME TAPE E 799 


Gremlin Graphics Software Ltd, captação DURE, 
LO Carver Street, Sheffield S1 408, Tel: (1742 753423 


100 ACTION PACKED SCREENS MEANS THIS GAME IS OVERLOADED WITH FUN! 



















COMPUTER REPRIS a 


/! o std ' : Lis : 
INCLAIR scr Rs 


GET YOUR SPECTRUM REPAIRED FOR ONLY £19.95 
| : ETICIEA | 


Wine not tado ur crdinary Spectrum ária 
the fantastic DE Trónios Eyberitor nevboasra 
for only ES750 inciidano fittimo, vAT and É 

FEturm post and packiro. 
Normal recommended retail priçe 











































PE pr toa HLIÇES Ler SS a E 
vou putsend um ESSE prima | 
a fuliy indluiive price to cover. 














rGRvÊ qe. 49.95 eepucoement printes ride “E. 
y PTEE EN, e E TFONICS Ly ab costs inciudina retum DS 
ERES sets E7.50 dr pestuoe a 
mo pn incita DOS A E É Fui Peptirag irestructrons O RS: 

PCR) WuppaRd Wit every am 










| Fitted for only E31.90 + €1,50 post & packing 
Laiso DLY. Ki available tor only E24,95 

+ E1.50 post & packino) 
| Tour Spectrum repaired and upgraded-to 
a spectrum Piys fór special offer price OF pa - 4 
= | E50.00 complete. LIMITED OFFER ne 


? qu OU can MP | 
ER aj COFFEE Same day service 














LOTES (e - Er 


E dE E A 
+ WINE you waitservice includina * Five top games worth E39.00 for you to 





































computer spare parts over the Counter enjoy and play with every Spectrum repair (8h E O | TEMPLATES E5.50 
“ Alicomputers Fully overhauled and fully * WE repair Commodore 64's Vic 20'5 e 3 RR || “e BlusEISODÃo 
tested before return Commodore 16 sand Plus d's. a - 
+ Fullyinsured for the retum journey * The most up to date test equipment 
+ Fixed low price 0f E79.95 including post, developed by us to fully test and find all 
packingana VAT (Nota between price faults within your computer. 
of really Up to E30.00 which some 0€ our * Keyboard repairs Spectrum rubber key 
COMpetitors are quoting) boards only EB.95. | extend your ports for rd 
* Discounts for schools and colleges, * Smonth written guarantee on alirepairs vour peripherais RUBBER MAT : 









£10.95  [E650 murcimoas 
Psp |) (| REPLACEMENT 
E ce e 


| ETA Allo BEST PRICES! 
ARE YOU ANOTHER CUSTOMER - fed up 
waiting weeks for your estimate? | 
Need your computer repaired fast? Then send It now to the Number One Repair 
Company Inthe UK. or cailinand see us at our fully equipped 2 500 square foot worksh Op, 
With all the latest test equipment avallable, You are more than welcome. 

We will repair your computer while VOU wali ari RElb you with any of your technical problems. 
Commodore computers repaired for only E35.00. Please note we gove you a 100% low fixed 
price of £19.95 which Includes returm post and packing, VAT, not à berween price like some 
other Repair Companies offer, We don'task you to senda chegue In for the maximum amount and 
shock you with repair bilis E30 upwards. Don't forget we are Amstrad aproved for quality and 


speed, Gon triskyourcomputer to any other unauthorised repair centre, We dontjust repair the 
Fatit and send your computer back we glve vour computer a: 


OVERHAUL WITH EVERY REPAIR WE DO:- 
o We correct Colour, sound, Keyboard, Check the loading and saving chip, Put new feet on 
the base if required, Check for full memory. check all s0ckets including ear/mike and replace 
where needed. All for an Inclusive price Of E19.95 including VAT, all parts, Insurance and post 















apectrum replacement 
power transformer 

| Suktablefor all makes 

of computer E9.95 
plus ELSODAD 


essere 
Gun Shot Raia Pré MST à 
imberfado COMprEta Dautir. Ltplé go 
FÊ Petas price idos Mo À 
punch fr e Special 

oronvE ts. Sncuadingo dp 
uickavaitaote as separate semE 10.95 
plus nertace grana bre 25 TÉDAP ALE ILE 


VE9DO pus DDLp — = 
===". Spectrum keyboard 






















and packing. No hidden extras whatsoever. We don't have to boast too much about our ESSO AN) Membranes 

Service às we have thousands of customers from all over the world highly delighted with our Prq a à Sr E5.50 plus E1.50 DEPp 

SERVICE. À Hrst Class reputation for speed and accuracy, Don't forget, we also now have a e Al) | o Spectrum Plus spare 

service Branch ih Manchester Clty Centre for while you wait service AT Lo Ee pap rdmembranes 

| SPECTRUM SPARES COMMODORE SPARES EArige | A E12.90 plus £1.S0pkp | 
e0e CU 300 | G526-CIA 19.00 pe ZX 81 membranes | 
n Gg E ] É " E É 
ZTXESO o | Soro rocE Rad re DE | E5.00 plus E1.50p& p 
TK HE aes | ESBI-SidChig 19.00 ve aê 
D À Y Pomeer Supoty Transtormers 995 | SMB114-House Keeper 19.00 ad 7 E co | 
não Ba ULA GCOO? Vê.50 901225- Graphic Rom 19.00 | a RE RR 
! Rom 1650 | 901226-Basit Rom 13.00 A quo | ar 
CO [= N Ê- t Keyboard membrane 01727 -Kernai Rom 19.00 |. th EI T 
apectrum FO | G560-VIC 25.00 COM NER ; | 
Keybodrd membrane 5164 Rams -Memorv 500 çO Es E! age 
WE regret we cannot Spectrum Plusmermbrane. 1290 é = do RE j 
Show all the components Metal Templates 550 esc E E Pp er | e (me 

pd ta Pg do St memirane 5.00 alrour ide Dur please ado E n d 

Cali and we can quote you Service Márual ENO OO a ini Ê “ea ago | cOmmadore 

epi ado inte delivery ão sd er” aa ras replacement power 


transformer E29.00 
PlusETLSOpPãD 


onte (Ny 


140 High Street West, Glossop, Derbyshire SK13 8HJ 
Tel: 04574-66555/67761 Head office & access orders, queeries, 
Manchester 061- 236 0376 while you wait repair centre only. 


o Copyright Videovault Ltd. No. 781022 


VIDEOVAULT HEALTH WARNING!!! 
- Sending your computer to any other Repair Centre can seriõusiy Damage its Health 
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CONF IR R 


The Viena will ehirtty be releasing the 
most up to date and exciting catalogue ever 


produced, our team of experts have scoured 


| | theglobeto find you all the latest software 
“and add on's for your computer, all the 
latest in joystick technology, allthe top and 
tested software titles allat great discounts 
to vou. Anyone can apply now using the 
coupon below and enclosing 2x 18p stamps 
à for your free copy. We have all the top 
à branded items available, delivery by return 
| post tour usual standard). 
WY our quarantee of satisfaction. Never has 
* Such a catalogue ever been produced 
nefore. 
We willbe updating the products asoonas 
we have all the latest news available to us, 
| onall the latest technology. 


| SPECIAL EXCITING OFFERS ON EACH ISSUE 
| Top reviews, a 1st again for the Videovault, 


the No.1 computer company in the UK, (we 
must be as all our competitors keep copving us.) 





















| BONUS EF RE; ea 
OFFER" 


= | the 1st 500 customers d 
ordering from our 
1. | New catalogue will 4/as 
receive free of | 
charge a quartz 4 
digital watch. NoR 
minimum order 
Value required. 



















TOP PRODUCTS TE LAB E 


All goods carry The saga Lo Profile 








ET | Eae CS e mm 

ME E PLEASE RUSH ME YOUR EXCITING NEW CATALOGUE E 
"HAS SOON AS IT IS AVAILABLE HOT OFF THE PRESS. E 
est ENCLOSE 2x18p STAMPS TO COVER POSTAGE COSTS 


É E MR/MRS/MISS 
Sad É reco: 


Da ta 
CUT OUT THIS COUPON AND POST IT TO; 


p YIDEOVAULT LTD, CATALOGUE DEPT, 140 “o ad STREET WEST, 
[É GLOSSOP, DERBYSHIRE, SK13 8H) ENGLAN 
o a D  R O 


q mm jm 
Ii LL IREI 







SHOP UNDER 


A SAMPLE OF 
OUR FANTASTIC. 
DISCOUNT PRICES 


Professional cida a 
Recommended 
retail price E39.95 
ia 
discoun . 
price only E28. 50... E1.50 post + packing, total £30 
Computer repair and upgrade to Saga ; 
E50.00 complete. 
The Saga Lo Profile Keyboard has 52 full 
travel keys, featuring a separate numeric | 
keypad ana printed keys. Your Spectrum | 
fits securely inside the housina. 
Dimensions: 22x44x5cm. Suitable for 
Spectrum 16/48K and Spectrum PIus, 


: e RR 
ER aço va + se O Dc ua o 
onto, a Pa e E an E a 
A ms mm Es [| ana E É psi ' 


POST CODE 


BLOCK CAPITAIS PLEASE 
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GRYZOR 


"5" 


One of two brand new Konami games on 
show, Gryzor isa hectic shoot 'em up im which 
you star asa heroi one-man army. Staring tn 
the great outdoors armed with little more than 
ahigh-power laser rifle, the bare-chested won- 
ger soldier leaps from ledge to ledge blasting 
enemy soldiers, occastonally leapina on their 
heads Trom above for a bit Of variety. 

Once through-the verdanthorzontalhy sorol- 
ing countryside, the hero gains access to an 
underground complex — a grey maze. Here, 
the action is viewed from above and behind 
vour on-sereen persona. Penetrating the maze 
is made a líttte tricky by elecinfed fences 
which have been constructed to guard the cor- 
ridor junctons. Rapid blasting of the control 
panels at theback' of the screen is called for 
— But tó make tle a bit more difficult, quards 
are teleported into the trouble spot and have to 
be taken out too, Every 50 chen automatie 


defence systems are encountered, and rolling 


mines trundie towards you. 

Fight through the complex and eventually 
you come out on the other side — ft's back in 
the opemn with more enemy soldiers to send 
packing. 

Adequate fodder for shoot “em up fans, 
Gryzor requires you to blasteverything insight 
wnhout respite or responsibility. 
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OTHER SCREENS SEEN... 


Taito s Bubbles Bobble s a multi- 
soraan platfórm game that fea- 
turas a cute little dragon creature, 
Controlling the dragon that can 
leap around from platform to plat- 
form and blow giant bubbles, the 
aim isto-clear the successive 
screens of râampaging dwarves. 
Elowing a bubble at a dwar! 
tes it, and the bubble 
| containing yourfoefioats towards 
the top of the screen, Hoead-buit 
the-bubble and it burst, magically 


“ tations. The centre of the screen 
| features a grid sight used to target 
| vour air-to-alr miasiles — once 


they're locked on (indicated by 


* vellowsquares appearing) its time | 


to loose off the missiles and con- 
centrate on blasting anything you 
can spot on the ground with laser 
cannon, 


-“Ê 


convertingits contentsintoapiece | ah 


of fruit! Eat the fruit for bonus 
ints before moving on to blow 
bubbles at the next mutant minion. 
| “Other bubbles drift around the 
screen and they contain fire thun- 
dar or water — tthem to 
| release their contents and watch 
those Ittie dwarves squirm ... 
| Each screen |s played against a 
time limit, and bursting one of tha 
pink pods that drift into the 
Priono Speeds un the pace, 
Forever sora bublies sto 
" A deceptively st that 
Droves very addiotive and lots of 
tunto play. Ahigh cuteness factor 
combined with a neat and bouncy 
| tunethatwouldfitwithachildren's 
TV show makes Bubble Bobble 
very compelling. Invest a few Goins 
as 5000 85 VOU Can .. 


LOCK-ON 
Tatsumil offer you the chance to 
piot-an advanced fighter jet in 


Lock-On, doing battle with enemy 
aircraftand blasting ground instal- 


Enemy tanks shoot deadhy fire- 
eleita ta air= and aithough the 


| plane s advanced defence system 


offers a brief warning ofimpendina 
danger, the ground-to-airmissites 
are very trcky to avoid. 

A well-polished shoot “em up 
that features excellent graphics 
but misses out on the game-play 
Stdkes. Weak, overall. 


Scape desing di death tohordes a 
as, collgeting items tó boost 


viam firepower, strengthen shields and 


| Anathar variation on the shoot 'em 

| uptheme comes from Taito in the 

form of Dariuis which 5 get in am 
underwater scenária and can be 
played by one or two players sea- 

ted in a wide cockpit —- to add 
reafism, the seats vibrate! While 
the stenario and game-play of 
Darius is hardhy innovative — once 
| Rn vou have to fight your way 
| alongahorizontally seroling tand- 


80 on lhe cunnina aspactol the 


“ games the way in which Taito 


have arranged three monitora side 
by side. The landscape scrolls 
smoothly along the bank of 
screens, and vou can hardly ses 
the joins! 

Nothing amazingiy innovative 


| Here, apart from the vibro-seat! 


Three-sergen driving games have 


| “appeared before, but this |s the 
- firsttimea shoot 'em-up has been 


given the triple-screen treatment, 
od for a couple of plays to see 
how neathy the backdrops seroll 
fromscraento screen, but likelyto 
become unimspirning falrty quickly. 


The follow-up to Ikari Wrarrors 
from SNK madge an appearance, 
featuring the same joystick-curm- 
paddle Gontrolier. The game itself 


| could best be described as lkar 


| Warriors In Spacein which Thun- 


| “der and Earthguakes can be har- 
| nessed to phase the enemy. 
Great, ifyou liked Ikari Warriors, 
boring: if vou didn't — little more 
| than a change of graphics sup- 
 ported by a change of scenano 
and scenery. 


FIRETRAP 
doon to be arrivir 


micros Courtesy o 
Dreams, this verticaly seroling 


onhome 
Electric 


- Fescue game issab ha u scaling the 


Rio eia walls of a urina skys- 


e craper. Giris, doggles and 
hang out of the win- 


businessmen 
dows and have to be rescued — 
reach them and they 
safety while you pise papão your 
upwerd climb by waggling the 
joystick Up and down to manipu- 
iate the suckers attached to your 


hands and feet. Tongues offire lick 


out from windows, periodicalhy 
huring fireballs towards the 
adia round. Sundry mtems of fumiture 
from abave as the paricked 
| Gecupants of the building try to 


remove infiammable materialfrom 


theirofíices and fiats— gethitby a 
Fireball or falling furniture and 
vou're knocked ofthe wall and 
tumble tothe ground, 

Like any competent firefighter, 
vou start the mission with a water 
gun n which disposes of flames. 

me of the bumina windows 


reveal extra firefighting equipment || 


when the flames ara extinguished, 
and collacting this equipment 
allows the water cannôn to be. 
to the point where it 
shoota water in four le 
À map records you p 
towards the top of the dina. 
and once It has been scaled and 
the girl who has taken refuge on 
the-roof rescued, you can 
parachute down to a hero's wel- 


comeon the ground before setting 
| offto put out yet another blazing 
| infemo. 


Not really State Of The Artasfar 
as game-play goas — somehow Il 
ali looks and feels rather dated. A 
simple game that offers a moder- 
ate challenge. 


| Budding anti-aireraft gunners in 


| Blackpoo! weren't be able to resist 
the challenge offered by Cinemat- 


ronics in Danger Zone. Gripping a 
double setof joysticks on the front 
of a swivelling, prvoting monitor 
mounted at head height, the aim 


ofthe game is to defend a ground 


installation from wave upon wave 
ofenemy airoraft intent ondamag- 
ing your 

Aradar scanner at the bottom of 
“the screen warms ofapproachina 
squadrons and gnpping the joys- 


| ticks with tha firebuttons Tirmiy 
| depressed you have to blast away 
| atamything that moves in the sky. 


Formation of jet fighters 
materialise andifthe planes 
aren't shot down in double-quick 
time they peel off from the forma- 


| free physical 


parachute to 


tign and fly solo, leaving you to 
dodge and weave, moving the 
whole monitor assembly around 


as you attempt to shoot down the 


Stragglers. 

As each wave of atlackers is 
destroyed, bonus points are | 
awarded and then points are sub--| 
tracted for the amount of damage | 
they managed to inflicton the base 
vou defend: Eventually the time. 
comes when too much damage 
has been sustained and a nuclear 
explosion ends the game .. 

Fast and furious action, anda 
ces bug Sa 
game às your E 
shifting the monitor AURA: Very 
little game here, however. 


And finally, football fans aren't 
going to be left out ofihe action in 
arcades this yaar. Bally Sente's 
American footia game is set in the 
street where hazards rarely 
encountered on a regular pitch 
have to be deal lesado 

cars, dogs, apar ma “covers 
and and the ode | : Street 
Football Is a game for one or two | 
players and is controlied with trac- 
kerballs which move members of 
tha three-man teams around the 
street while a firebutton controls 
catches and throws, 


manipulate a spherical 


| their feet and heads should qat 


offun from Taito's Kickand | 

n. Up to four players car Com- 
pete against the computer or 
against each other, playing in 
teams of two. The game is played 
with joystick, firebutton and foot 
pedal — for that adding realism 
when shooting àr foulna. 

Fun games both. 
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SHOCKWAY RIDER 
| SPECTRUM £7.95 
ANISTRAD £& COMMODORE £8.95 


———. == 


FASTER-THAN-LIGHT  FTLFASTERTHANLIGHT, CARTER FOLLIS GROUP OF COMPANIES . 
==  SEDGLEY ROAD EAST, TIPTON, WEST MIDLANDS DY4 7UJ. Tel: 021-557 2981 (4 lines) 





There | was, just thinking spring had arrived (well, aliniost) andit 
damned well goes and snows again — and that for an issue. 
marked 'April'. Ludicrous business, this magazine thing = |know 
full well my calendar tells me (as | write) that it's really only just 
started being Marth. Perhaps that accounts for the snow. 

But for April's ronum I've received some very varied letters | 
indeed. It's infrequently that there's a clear-cut winner for Letter Of | 
The Month status, but the one | chose | liked a great deal. What's 
more; | have to tell vou, its writer is getting a pay rise, because as | 
from this issue, the Powers That Be have generously, graciously and 
phitanthropically allowed me to up the prize from £20 to £30 worth | 
of software! [= the equivalent of two subscriptions to CRASH, or, 
looked atanother way, about the same as my weekly take home pay. 
“Anyway, onto this month's best letter... 
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RB Cear Lopes, 4 E pres games in tre 
| After E sonesno Issue, mese have double — 
| Re, gq hadto write  theirratinas, RT | 


praise ofbudgr software, Jerar Software houses E 

“Connor sieiter states thatall Ea DEcOma fetadic des ot tre: a 

| buciget games ara /muitondres- buda cares today «meiçio dit 
“sed up as lamb and he: “also Sade E o ai the-majonty oéthe: 

k at nl games: which have: for" ça ket.. ap do 

| meriy been | eleased abtull price. - Peter dies cunha s. “a 
contain the shghtest hint'of playa- Epamnttacides AUT ra P SS | ] 

| bity ând adelotiveness. q - e Ea 

Inimiy opinion he shoule him Iafctdoas “a | 

| “about what he's preachin Gi St e moulatargue about te quai- | 

| budget sotimare hou we | ityofsomebu fiware, 

| eisea praia ba aiii frio og ne record shows úhat | 
they placeany old rubbishonthe itha ts poor quality games, ju 
Celio they Pera E ea asmuch as th ful-pricedendor | | 
“bocming: trade, Ane So they ve “lhe aço Hrourcines a: Salso. | 
“improved the qualityottheir Eds a worth considering the position, | 

| games accordindis Voc o af Mastartro mic | who, in taking . || 
— Nhaveonty to glançe:thro gh o “overona or two. other software . 

| “CRASH prove my pair Rn E — houses over the past two. years, | 

Feugli£r 99/91 percent La 3 boatos fi loftthoseentities | 
The Gods 151.99) 80. able Nor “freetocontinue developing | 

| versai Hero(Lt 99 BS pe rSent, Oh more expensive 5 games The | | 

“And Lissa (99) 18 percent, — truthremains -if'sneary . 

| Trust (1/08) 76 percent. — impessible to develop a really. [| 

| Mom nos pan da say “ “complex, exciting and original 
im trutiy that budoet softwarais game unless the fulipriceis | 
garage. À Acmittediy theseanes “returned pon it | 

| satert enses, assi throtah A | 
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AT LAST! 


SPECTRUM SPARES 


AT REALISTIC PRICES 
AM prices include post'packing, handling and VAT 
ULASCOO! 11.90 | SPECTRUMK/BOARD MEMBRANE 
I28k ROM  £11,99 | SPECTRUMK'BOARDMAT 


ERDA 12.99 | SPECTRUM KBOARD TEMPLATE 
TROS REG £1.49 | SPECTRUM+ MEMBRANE 
4118 RAM £1.49 | MODULATOR 


Seneme 
gesses 


LR 


Remember all prices include P&P, handling: and VAT 
Full spares list available / Trade enquiries welcome 
 Access/Visa. 24-hour T.A, service 
SPECTRUM REPAIRS £14.99 + PARTS 


ELECTRONIC SERVICES 
H6 VICTORIA ROAD WEST, CLEVELEYS, BLACKPOOL FY5 3NE 
Tel. (0253) 822708 
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ISSUE THREE — ON SALE 19 MARCH 
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imail. 

“Ontho' Chicken andEgg' an o nm meaistanire sonia 
should come out means that a portion of the responsibil- 
Ro or software shovidfie withthe company th 'develops the hardware. 

erall,i onty! et esp ind ofsofiware to keep 

dependents move into! the vacant software 

ur great thisisnota rovel igor a ad 
dofOli's BRILLIANT cov dl pot wt 

| e ileal do Fnaabdaçda 

covers? Ánd whi  raving on about artists, how about a follow up to ON 
| recon and anarticis on John Richardson, author of the hilarious JET- 


A while ago you said, in repiy to some letters, that reviewers'” initials 
should beputafter their comments. So why haven't we seen any action 
on this simple move to improve? 

Bua-sox is fine in moderation, Three or four per issue are great but 
| when it gets so that sua-sox has more space than the letters then the situ- 

ation |s & bit ridiculous. 

Add pu ln dd with Spectrum 
gaming 

Backinlssue 27 there was an interview with Mel Croucher. Inithesaid 


| thattho industry had stagnated because 15-year-old 
progs 


forahandfulofreaders (weila few ds 


| his signature. This cover is by Oh 


nrogrammers can't 

al. Maybe they can't, but there are plenty of other cad 
nmers out there who don't seem to be helping move the ind try 

the direction that Mr Croucher seems to want it to go in (ie away 

de dra co ab Em also sure that his O ab 


| Annie derivar ne y, but as a mere mortal | find it à bit beyond me. 


ts, 3 Australia 


pila ram quimbimadas Hr fo you ir 
ar é butrottenso 

which as you, in tur, may 
houses. - does it? Any takers? | 

Some ofthe covers you nec vor TELA 

Às You know by nom (g0sh, it's | e talkin | Someone 
des à pl iichards vissues ba 
also know that the reviewers' raspa ater er conment À 
PBM, not on ist popular subje nputer owners, a 


| sprre do gás 
pie , 
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Led 


a 


pntaças that this letter is nota 


| Foreezed ih 


would just like to 
moaning one. Caro satisfied 
with arcade conversions, gíriie 
software, acking 
“Ago Ain 
g geo e itor not) and 
other such trivial matters. 
Back in the good old days (not 


so good, O conto es 


our scheme on the contents 


 usedto make eyes twist and 
Tows combine, | saw your 


ine perched on a shelf in 
wW A Smith (CRASH, | thought at 
id was Sd 
computer magazine (innocent 
dava tado looked. a ds 
W other computer mags 
which were on offer. 

Being young and foolish (not so 
oung but totally tapped in the 
ai [decided dns iai 
(not-so hardeeemecbaRhony on) 

it 
st mistakos. 


| f've ever made (the other two are 


unmentionable, besides, thisisa 


family doc 


Now subscribe 
is great. When | first ad veur 
o pon irushed out and bought 
a | saw when 
vour 
pro your ho roi 
a rom deDtns 
of CRASH soil 
'No | didm't' comes the reply. 
And it's the best policy Eve 
adopted inyears. I'd recommend 
itto anyone. With this policy I've 
doubled my games, and I've 
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| my mates di 


my mates. 

'How?' comes another stra 
led sftdead Filiat ii agia 
secret Every me lsee a 
CRASH Smash | pop down to my 
local pps street an 


the next day as 
D Will remain name- 
ess except for Gaz, Shaz, Daz, 
az and Laz) find that re 
ants here is the first one they 
pd hey saw in CRASH. They' 
all atmy get the next moment, 
fura Ro a de hearts for 
game (although some people 
refer hearts, | would much rather 
games in return). For one 


original! usually get around ten — 


dare | say it — pirated copies — 


“Ashock, horror. 


NOW Adao over so Edo 
dq 
e, and one 


vu 
ás ie your 


Smash tr k Eloa gamed me: 
“tons” AÊ 


This sounds like a very tall tale to. 
me. “S'far as | know, da molda 


Snashesin time nas alo 
about all the Smashes tha! don't 
make it into the shops for a week 


| or so after an issue has « 


purchase the 


Dear Lloyd, 
Em writing to comment on arcade 


| conversions. Recently, 


Imagina”. 
Ocean have been concentrating on 
arcade and film tie-ins. Em not 


3! Escape, | sean in par- 
ola ones fo have sap 
bad games behind it. | agree v 
mary letters which state 
name of the game supercedes the 
quality of the product. One minute: 
Jcean turns out a firstclass prod 
uct, nexta failure, Don'tthay care 
what ti y sell? 

Now, they've td to ruin 
Imagine's Ss name | out 
rubbish like Vie Ar Kung Eu 2. 
People willbuy a bad game from 
company, “and then ay 

assumeallthe Sara Ag Sab 
company are awfu Vmnot 
Flu Vsubscrioe to CRASH but 


cdr nao my y letter eo 
rushed out to buy Cobra and The 
Great Escape, Both were, as you 
said, san dd ducts 
issue, you gave. targlider a 
Smash. Ofcourse, Iboughtit, 
must Seed | was slightly dise 
pena ted. For 14. Si reckon it 
just a teensy weensy bit of 
playa Still, conhe bright side, 
like your new reviewing System, 
Atlast you print the reviewers' 
names next to the review. makes 
ita lot easier for us, as now we 


know wha to nag. 


Wihy don't you give away free 
bonkdots? (Lim Wes Goi Las va 
tew questions: 


| 1. What the he is LMLIWWD'? 


PA Why don'tyou put more advei 
in black and white and more » 


—tavigws in colour? 
“SI nótice 


din the February issue 
that you can only order back . 
issues from no 24 onwards ( 

TT). Does this mean all the others 


«are sold out? 


4, Pureiy out of interest, can you 
tell me how much. CRASH would 


costifit were weekly? 


Graeme Mason, Highwood, 
Chelmsford, EA 


(mhorifse to think that you have 


Perhaps they 'd bet er go out and 
buy it, that veay, Apel eqidaçd 
woulo know that OCEAN, like any 


| prolifie software house, haslotsof 
| an pisa lo pb il 


leather With aa pareço at 


| Es E 


more 
or instance, average about E. O 

per month for only a few pages 

more than your average CHA 





'' REALTIME SOFTWARE saiei tr 
STE! Sir 1H E H í NE | O Ra] pm o e ==, 
Data PD A CL. à a % o po RR Lim 
feed + ar DAVE TS 
strando K ed 


David Shotbolt Dunstable, Beds 


Frei [did ask for readers 'opin- 
DONS On Tom Evans' lettor, anel 


there haven't been many. | 
assume this means most 
CRASH readers think Pig senti- 
men 's regarding the Insidious 
dangers of drcades are mis- 
Piaçed or irrelevant Bit ode to 
accuse him of being unoriginal 
inough, After all, there's just 
beer the case ol the 23- vear-o [é] 
wão committed suitide x 
Decause he was hundreds of 
Pounds in debt through gambi- 
Ng on Fruitmachines. Butca Ses 
tie that dFe Gxireme and iso e 
rated; notihati'msa Ving people 
Don't over-spoend in thearcades 
Host thal the majority can KEBp 
their interest at a ressonable 
[5] veland nof become danger- 
OU Spy addicted, si 
Tom ER o suggested 

Out that it was wr é lata for CRAS H 


to discuss or even mention 
arcade machines and games 
because the ave rage age of our 
readers is idto 15 and Ft's legal 
for anyone under tó to enter an 
arcade, [repeat as | have só É 
Rany times before, that while 
many CRASH readers ma F be 
aged Ito 75, tha AVERAGE 
AGE as supplied by the last 
questionnaire, was over 17 
Fears. 

| can'tcomment on the space 
different games get because 
is not up to me how much the 
Pevietrers Ehink if's worthsa ving 
about them; but as to Andrew é 
Únions and his com ment = 
haven't vou over heard the 
aphorism which Says lhalartists 
are the worst ars Ds 


comes to their own VrOrk Ea 
LM E] E] ] p 


48k SPECTRUM 
Fed up with ordinary frult machine games? 
é NOW é 
* Afruit machine simulation with the most up-to-date features, 
sound and graphics 


* For fruit machine experts to fun pla | 

* The most advanced and realistic fruit machine simulation 
FEATURES: ASR id ça | 
— Holda — easy A 2 8 = HIGH -speed Spinning Reeis — Sava Down — | À 
| | Large Graphics — Mystery Box — USES ALL 48K — 12 different fruits = sup 
N sound = Cash Run - MULTIPLE ODDS = multi-colour + MAX. NUDGES — 

1| ddr his 
PLUS LOTS MORE 


Please send £ 6.95 which includes P & P 


Cheques or PÔ. to=— 
ROSSWARE (CR), 845 London Road, Westclll, Essex 550 8HW 
FOR FAST DELIVERY 


Software from ROSSWARE 
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sea Cs a PURA PF E 
a RR mL SEU, 
G  complai ts to. 
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pipe 


Fo. 1a - 
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NEW TRANSFER PACK 3 — for spectrum 


tapetodrive DES 
A software system to convert many TAPE based programs to your 
DAIVE (no matter what type) + OTHER USEFUL utilities. Most jorky 
programs are EASILY converted to drive. Pack has at least 7 programs! 
INCLUDES MANY UTILITIES (e.g “val” creator, bytes chopper/splitter, 
TAPE UTILITY = neede to convert baud rates.) Opus/Beta owners add £1 
tor optional extra program. 
State TYPE of & name of drive when orderingia.g 128k Spectrum 
and Microdr pi TAPE (E 12.99 on Cartridge — 48k Spectrum only) 
(ES updating) 
INFORMATION SHEETS — £1 each — approx 8 transfers of popular ne 
rams, sheet - needs TP3. Up to No. 25 available. Special ofler = No's 
tto 20 only E4,501 
MICROTRANS 2b — for m/drive to m/drive back-up + easy ERASE, tape 
to drive (incl headeriess) — does NOT convert programs. Includes 
MICROTAPE and RUN programs. Only £3 on tape. £4.50 on Cart. For 
any Spactrum.CODE COMPRESSOR - [3.50 
Overseas: add E1 Europe, E2 others sach t. SAE tor details, 
NO RISK! = ALL OUR PROGRAMS C/ 'DUR MONEY BACK 
GUARANTEE (not updates) 
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mr 
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t a dis fas 
vis tips to. 





| Dear Lloyd, 

| We are going to start a magazine 
following the fanzine feature in tha 
| March Issue (No 38). However, as 
| we don't exactly are much 

| experience in writing, editing and 
| old magazines, we would 
ka some advice. 

Firstly can we have list of most 
| Of the software companies so we 
| can write to them and begin the 
long and difficult task of convino- 
Ling them we are Jine? 
Secondhy shou d we send the 

| games back after reviewing them, 
50 they don't think we are getting 
fres games? And lastly, Hannah 
Smith said in the articia that a good 
| way to convince software houses 
| | thatyou arereal, isto send thema 
| | copy of your magazine. How are 

| We supposed to send in a copy of 
| | 2 magazine that doesn't exist? Or 
| | are we supposed to fill the first 

| issue with loads of boring techni- 
cal features and stories. Anyway, 
please can you give us advice on 
| alithese points. 

IE ul Editors Of A Magazine, 
| Neil Packham, Lloyd Thomas, 
Wokingham, Berks 


With a name like Lloyd between 


“|| you, how can you fail? À list of al 


| the software houses and their 
| addresses would eat vp too much 
| Space here, "see whal we cando 
about that next month, but in the 


meantime, surely a liíttia ingenuity 
is what you want. Ifyou're about to 
ambark on a fanzine, then surely 
you must have accass to a fair 
number Of existing games 
already? Yes, then check the 


Inlays out for company adoresses 


- most put them on. 

Fou must overcome the third 
problem — e 
you're genuine worrying 
about the second. If they belevo 
you, they're uniikely to want you to 
retum the review copies. But you 
mustappreciate their point - Han- 


nah was right, they are concerneo | 


about giving freebies to anyone 
ÃO did 
“were a fanzine. All magazines 


before they launch have to go 


through the same stage — believe 


me Lm had to = of produsing 
what's called a 'dummy issue" to 
make people ses it's real. Use 
those older games of yours to pro- 
duce a few pagas às a trial. Not 
ori well fl Aero ve dead to ep 
some of lhe edit 

design lida tit o 


provide pou with something to 
send along to software houses, 
and help convince them that you 
are 


ture. Don't forget to send some 
copies to Cj for the FANZINE 
Ee Hilbe waiting. 


genuine. 
And the best of luckto your ven- | 


| ng gen- 
eral information on their products, 


| broche how good they would 


ca fr postando 


price 
PRE Ce days, very old 


price 
FIREBIRD replies 11 days, fact 


| too e 


and arice sheets rena Byte 
card ad somo | 


pril and probáb ly still 


] el do letters to different 
| Software Houses 


o era have it = Argus 
Prass CT OUiHAIva come 


Gold etc. 


putontop. 


Shame Ocean/US 
couldn't be bothered to reply, but 
that's the world we live In. 


Julian P Whiting, Taverham, 
Norwich 


| Pitcairn 
Poder igor 


DOU WOLÃO le Te Cotia Gr GR | 
ii nad Ab fd A id | 
MARE? Er ap Peba Rie | 


snowina). 
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“PROGRAMMERS 
— GRAPHICARTISTS 
ICOMPUTER MUSICIANS 





games — and several original products. 


under contract. 


successful games; we are looking for Experienced Professionals. 


Steve Wilcox 
Elite Systems Ltd 
Anchor House 
Anchor Road 
Aldridge 
W'alsall 
WS5S9 8PW/ 


If you feel you have the right qualifications in the field of game design, programming, graphics | 
or music for the Spectrum, CBM64, Amstrad or Atari ST please reply enclosing a CV to: 





We need Programmers, Graphic Artists and Computer Musicians to help develop 
our big hits for 1987. Games that will follow in the footsteps of classics such as Commando”, 
“Ghosts and Goblins', 'Paperboy' and others. In 1987 we will be releasing some of the years 
most prestigious titles = coin-op conversions, TV and film licences, character merchandised | 


In particular, we are looking for personnel who will work on our biggest projects. These are | 
the titles that are most important to us, and worth the most to you. Personnel working om | 
these "Special" projects would be expected to work 'in-house' and take some part in the 

design specification and development of the game. In return you will be offered highly 
competitive terms, either royalty or lump-sum if you prefer, and the security of working 


Successful applicants will almost certainly have a history of involvement with commercially 


de qu 
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| ftotype £58, and reports his 
| findings. He also 





won't run Spectrum sofiware, 
but à is an interesting beast, 
nonetheless. The machine 
comes from a new company, 
CAMBRIDGE COMPUTER, but It's 
the product of almost a decade 
of development work. 

Tech Tipster Simon Goodwin 
| has had a brief 'play' with a pro- 


analyses 
Sineclalr's ability to 'bounce 
back” from apparent disaster, as 
chronicied in The Sinciair Story 
in earlier issues of CRASH +. 
This is not the first time Sir Clive 
has shed his staff, and his name, 
to make a fresh start in the 
gadget business... 


GENESIS 


Uncle Clive has been plugging the idea of a 
portable machine since he first began mak- 
“ing computers — in fact, his first computer 
concept, the NewBrain, was a portable 
machine. That was originally developed in 
1978 by his old firm, SINCLAIR RADIONICS, 
Later it was sold off to NEWBURY 
LABORATORIES, who launched it to an indif- 
ferent worid in 1982. 

As RADIONICS collapsed at the end of the 
seventias, Clive Sinclair set up a new firm, 
SCIENCE OF CAMBRIDGE, with Chris Curry, a 
star employees from his previous firm. When 


| RADIONIOS finally bit the dust, SCIENCE OF 
| CAMBRIDGE was renamed twice = first to 


SINCLAIR COMPUTERS and then to SINCLAIR 
RESEARCH. No-one was the slightest bit sur- 
prised at this, as SCIENCE OF CAMBRIDGE 
advertisements looked exactly like their ear- 
ligr RADIONICS counterparts. The Sinclair 
link had been obvious all along. 


RECURRENT THEMES 


Clive has now sold his sumame to 
AMSTRAD, but that doesn't stop him putting 
CLIVE SINCLAIR (without the “Sir) in large 
type at the top of the first page of the Z&8 
brochure. The leaflet follows the usual 
Sinclair format, just as the new company 
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Sir Clive Sinclair has launched a || 
£230 portable computer, the || 
£Z88. Contrary to rumours, ft || 


name folows on from previous titles. 
CAMBRIDGE COMPUTER seems to be run 
om something of a shoestring. The Z88 was 
firat revealed at a lunch tor joumalists at Sir 
Clive's house in London. Two days later a 
prospective customer arrived at the firms 
Which Computer Show stand, and asked 
the name of the Sales Director. He was told, 
apologetically that they hadn't got one! 
Chris Curry has evidently been impre- 


ssed by the ease with which Sinciair has 


kept the ball rolling from one firmtc another. 
Curry set up his own company in 1979 — 
ACORN COMPUTERS = and he duly left Uncle 
Clive after the ZX-80, to work full-time on his 
owr. ACORN, like RADIONICS and SINCLAIR 
RESEARCH, had its ups and downs and was 
eventually bailed out by OLIVETTI. Curry 
abandoned ship, but he's still in the game — 


which we reviewed in the Christmas Spec- 
tal! 


MORE PRE-HISTORY 


SCIENCE OF CAMBRIDGE avoided portable | 
machines at first. They produced a tiny | 


bare-board computer called the MK 74, and 
then the ZX-80 = the first useful-looking 
computer to sell for under £100. The design 
of the Spectrum ROM is closely allied to that 
of the ZX-80, with the ZX-817 — which actually 
was useful - as an intermediate steD 
between the two machines. 

In 1980 we were told that the ZA-80 
“would be linked to a flat-screen display.” 


In May of 1981 Sinclair upgraded his prom- | 


se, announcing a version of the ZX-B7 with 


a “four or five inch flat screen", scaled vp | 
from the -RADIONICS pocket TV display... it | 


Tt The Sincialr Story, CRASH 13-13 


he's the man behind the Red Box add-ons | 










O ———— = — 


a — arm me 





never tumed up — even in prototype form. 
in 1983 the OL was planned as a go-any- 
where machine, with space for a column of 
UZbatteries alona the back of the case. Por- 
tability went out of the window in the rush to 


“get something onto the shelves, as the Dot- 


tom began to drop out of the micro market. 


| GENESIS REVISITED 


A design recognisably similar to that of 


| the 288 was born early in 1984, party in an 
attempt to salvage ideas left over from the 


development of the OL and the LG-3. The 
low-cost LC-3 was the first, unrelgased 
'Super-Bpectrum. It was scrapped in 1982, 


| when a follow-up didn't seem necessary, 


and SINCLAIR RESEARCH turmmed to grander 
designs. 

The details of the planned portable were 
published in February 1985, and à was 


| scheduled for launch “in 1986". At this stage 


the machine was based around the Spec- 
trum design, with a Z80 processor and sup- 
port for Spectrum software. Built-in busi- 


-ness packages were promised, along with 


'pank-switched” plug-in memory car- 


- tridges. SA “proper lght-up display", again 


dp] 





derived from the pocket TV, was considered 
essential. 

“Liquid Crystal is rubbish”, Sir Clive 
explained. “Nobody pursuing that avenue 
is getting anywhere. Nobody in the world 
has an answer to the flat display problem = 
except us.” 


PANDORA'S BOX 


After a massive development effort, 
Sinclair engineers did manage to scale-up 
the Microvision display, but the result was 
not judged a great success. The new screen 
used a combination of lenses and mirrors to 


project a picture in the air between the lid 


and the base of the prototype machine. The 
idea was ingenious, and it worked after a 
fashion — but itwas heavy, greedy for power, 
fragile, and ill-suited to mass-produc- 
tion... and that's being kind! 

This machine was dubbed 'Pandora' 
inside the company. Like that of the 'Loki' 
proposal which | demolished in August 
1986, this name was a rather obsoure joke. 
According to ancient myth, Pandora was a 
character who made the mistake of opening 
a box in which all the evils ofthe world were 
trapped, along with one more benign quan- 
tity — hope. Opening the Pandora computer 
case could have released just about amy- 
thing! 


| wouldn't like to use dt for long. lis very 
short and wide and the characters are much | 






Under the terms of his sell-out, Sinclair is 


required to offer future computer designs to | 


AMSTRAD. One look at Pandora was enough 
to put them off = they gave Sinclair permis= 
onto go it alone. 


Z88 HARDWARE 


The 288 has shed most of the outer trap- 


pings of 'Pandora'.  retains the cartndges | 


and Z80 processor, but has ended up with 
a liquid crystal display, bought in from the 
Japanese. The display is fairly clear, with 
dark blue letters on a grey background, but 


smaller than those of previous portable 


computers (like the EPSOM HX-20 and the | 
TANDY 100). It's quite good as LCD displays | 


go, but it's still sluggish, dotty' and 
cramped. In view of his earlier comments, | 
have a suspicion that Sinclair doesn't like it 
much either. 


The LCD screen rules out Spectrum com- | 


patibility at a stroke, with its slow refresh 


rate and wide, short 64 x 640 pixel format. | 


The word-processor uses eight B0.column 
text lines, with margins containing a menu 
and a 'page map” showing the page layout, 
with one dot for each character. À 
The Sinclair deal with AMSTRAD has been 
suggested as another reason for the 288 s 
lack of Spectrum compatibility, but | think 
that argument should take second place to 
the practical considerations. The Z88 has 
no output for a conventional 'CRT' display, 
and it seems unlikely that one will 
materialise — LCD and CRT display circuits 
have very htite in common. 
The 288 weighs less than two pounds, 
and is about the size of an A4 pad. It feeis 
light, but sturdy. It runs on four Walkman 
batteries, apparentiy for 20 hours, with 
about a vear's 'stand-by' power when 
you're not actually using the machine, Dut 
still want it to retaíin fts memory contents. 
These are Sinclair's battery life figures, and 


anyone who has owned a C-5, Black Watch | 
or Cambridge programmable calculator will 


view them with suspicion. 

The keyboard is weird in design, Dut quite 
easy to use in practice. It is a continuous 
sheet of plastic, with raised keys. The mate- 
rial at the side of each key is thin, sothatonhy 
the key you press moves as you type. 
Although it seems simpler, |. prefer this 
keyboard to that of the Spectrum Plus and 
the QL. It's silent, which is a bit disconcert- 
ing, but as usual Sinclair can think of a good 
reason for every deviation from normality — 
he points out that it's much easier to hear 
yourself think in a room full of Z88 owners 
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SINCLAIR'S zss — Pandora's Dox : 


Z80 bus for future facilities 
expansion. 





Mains adapter p ork, 





R$232 portfor printer 
and micro connection. 


Screen contrast control. 


Foot raises computer to 12% 


for ease of use and 


than it is in a typing pool! 

L type for a living, and d be quite happy 
to use the Z88 keyboard — but this is a very 
subtective judgement, and I'd advise you to 
have a go before ordering a Z88, especially 
if you're already an experienced typist. 
Jourmalists that |'ve spoken to come out 
about 50:50 for and against the 288 
keyboard. 


Z88 SYSTEM 


It seems that — as usual for a Sinclair 
machine — the Z86 has been launched long 
before itis ready, The prototype was running 
a neat Word Processor package, but the 
spreadsheet, database and diary soitware 
were nowhere to be seen. This software will 


| have to be uncommonhy reliable — there's 
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Housingfor vp to three RAM or EPROM cartridges. 


viewin g 


not much point having batteries that can 
preserve data for a year if the software goes 
haywire and scrambles things, or locks the 
machine up, every few days. 

Tha Z88 will run BBC BASIC = a dialect 
much-lauded by those who know more 
about fashion than they do about computer 
science, BBC BASIC is faster and more 
expressive than Z4 BASIC - but ils less 
friendly. 

A version of BBC BASIC for the Z80 pro- 
cessor has been available for several years, 
so it should not take long to get the core of 
it running on the Z88. ltwill be Interesting to 
see how much support we get for the paged 
memory and LCD graphics, Willwe-be stuck 
with the B4K memory limit of other versions, 
on this machine which promises over 3 
megabytes of instantly-addressable mem- 
or? 





The claims about the memory capacity of 
the 258 should be taken with a pinch of salt, 
There are slois for three ROM or RAM car- 


tridges at the front of the machine, and 32K | 


and 128K cartridges are promised to be 
available with the first machines in April, with 
a 1 megabyte version coming 'soon'. That 
will be built around the 'wafer scale integra- 
tion" ideas that have been kicking around 


Sinclair s 'Metalab' for several years — but | 
there's no sign yet of the £6 milhon needed | 


to get those ideas into production. 

The only standard interface is an RS-232 
port, which allows access to modems, serial 
printers, and other computers — at least in 
theory. R5-232 interfacing |5 a black ar al 
tha best of times, and Sinclair serial inter- 
faces have a reputation for idiosycracy. 


PROVISIONAL 
VERDICT 


lenjoyed reading the Z88 brochure,and-— | 
as usual = | wanted to order one as soon as | 


V'd finished. The design seems full of good 
ideas, but 's clearly not finished vet. CAM- 
BRIDGE COMPUTER are talking about pro- 
duction levels 6f 10,000 machines a month, 
but this'is a pretty meaningless figure, as it's 


the usual “minimum order” quantity for | 


mass-production of computers. 

HI be pleased, but surprised, if Sinclair 
can sell Z88's in respectabie numbers. 
EPSOM, NEC and TANDY have all attacked 
the A4 portable computer market and found 
slim pickings, . 

The appeal of à portable computer has 


been clear since XEROX came up with the | 


idea of the DynabooK, long before the per- 
sonal computer industry existed. The Z58 is 
a step in that direction, and will doubtless 
appeal to some people, but the product 
hardiy lives up to the slogan, Tull-facility, 
no-compromise computing ' atthemoment. 

it's especially sad that Spectrum com- 


patibility has been ruled out, because that | 


could have given the Z88 the mass-market 
appeal that it presently lacks. But Sinciair is 
still a man to watch, and — rest assured — 
CRASH willkeep watching. 


STOP PRESS... 
announced a Spectrum Plus Three. This 
will! have one built-in disk drive in place of 
the PlusTwo's cassette, and an operating 
system written by Locomotive Software, 
the firm's lame programming house. At 
the time of writing (early March) there's 
been no sight of a finished produet, 
although that hasn't prevented less repu- 


table magazines than CRASH from get- | 


ting their crayons out. 
The word is that boss Alan Sugar has 


given the development team untilthe end | 


of March to sort out the design. We'll 
bring you all the facts, and intelligent 
analysis, as soon as the new machine 
materialises. 


Amstrad have | 
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esa AREAL mixed bag this month: one Quilled, one from the 
dn GAC, one from vesteryear, one icon-driven, and one 

ad Hbookware, how's that for variety! The Quillad game is 
aa Mitrom a small independent named mysnic, who have tried 

Mto take the Quill format and put some new lite into it, 
Silmagination, the Graphic Adventure Creator game from 
Peter Torrence, looks a little dry (like all GAC games), but 
a Tiht's playing around four different themes is novel. The 

a cs Uplast from the past iserHDAY's Four Minutes to Midnight. 

inspired by a Stephen King novel, it has now been re-released and 
served up with graphics and many new commands. 

Using icons can be a blessing or a bugbear when it comes to adventur- 
ing, and in the case of anco's The Kingdom of Krell Em not altogether 
convinced the icons make the going easier. The game does look good, 







people who created and settled 
the industrial heartlands watch the 
antics of 10 Downing Street with 
bemused disbelief. Adrian has set 
his sights on a studio flat in 
| “Being popular as well as intelli- | Hampstead with no interruptions 
gent isn't easy”, is just one ofthe | from 'Hawkers, Traders or Philis- 
many profound observations | tines”, but for now we must suffer 
which emanate from the poet Of | his growing pains against the 
the Midlands, Adrian Mole = 15 | backcloth of the Falklands (he 
| and a quarter years old. We join 
our schoolboy hero at the turn of 
another new year, studying for O 
Levels but dreaming of A Levels | 
and beyond. The only problem is 
that this is Thatcher's Britain, and 
intelectualism in general (and 
soppy non-violent pastimes such 
as poetry in particular) are posi- 
tively frowned upon. 

Adrian, a gangiy and spotty ado- 
lescent, spends much of the game 
strugaling to make sense of life at 
ha end of a cul-de-sac in Leices- 


Producer: Virgin 
Price: £9.95 
Authors: Level 9 


map under a cake crumb), the 
water strike, and powerful lobbies 
which pty children with chocolate 
and have the Moles wondering 
why “socks have their ingredients 
listed but not all foods"? 

The computer game follows 
closely both the book and the 
recent Thames television series. 
Having bought the book for this 
review, and caught some of'the TV 
programs, | must say that familiar- 
| ty with the scripts will enable you 


SR BP Lricêo, 


eventually found the islands on his | 


[a 
q 


however, filling 128K of memory, and deserves praise for stepping up to 
128 if nothing else. The bookware program is, as you might have ques- 
sed, The Growing Pains of Adrian Mole, a LEVEL 9/MOSAIC/VIRGIN affair 
which | particularly enjoyed playing. The software follows the book (by 
Sue Townsend) and the TV series very closely, yet in my opinion the 
program has been constructed in a way which creates sufficient options 
to justify the addition of the computer game to the Mole phenomenon. 

There was another arrival this month which was most welcome — a 
fanzine (The Adventurers Handbook) which had metamorphised into a 
full-blown, professionally bound and typed adventure booklet. What 
impressed me about What Now? is its thorough usefulness to people like 
myself (or anyone else who tends to have a crack at a lot of adventures). 
| think the authors of the booklet must be congratulated for upping the 
gloss, and still finding the time to keep up the standard. The contents 
page, which gives some insight into the multitude of maps, solutions, 
and articles on ofter, is followed by a curl but informativa news page. 
Reader's letters complete what is a very full and worthwhile publication. 
The cost is £1.50, H& D are the publishers and 1338 Ashton Old Road, 
Higher Openshaw, Manchester Mtt 1JG is their address, though with 
standards as high as theirs keep an eye open for HWhal Now in your local 
computer shop. 





ter, a town just north of err, and 
south of err, exactly. Although 
Adran's pubescent fumblings 
with giris such as Sharon Botts 
and his long-standing crush Pan- 
dora, are amusing, there is much 


| more to the Adrian Mole Diaries 
“thanthis. In these books and com- 


puter games we take a wry look at 
provincial Britain, 





where the | 


to gain a higher mark when playing 
the computer game. The score is 
your prime concern during play, 
your aim being to increase it by 
making Adrian as popular with 
evervone as possible, Às you 
might guess, this is not always an 
easy matter due to competing 
interests (eg Pandora or Nigel's 
views in the Pink Brigade), or due 


to unforeseen negative results to 
sainty acts. These unpredictable 
twists in plot are whai Ke2Bp YOU 
from the higher, more complimen- 
tary-sounding scores. Ha game is 
going well you might rise from the 
likes of Worthy Youth (from a star 
of the 40%-rated Lowly Schocl- 
boy) through the Poet ratings tô 
Worthy Prodigy (76%), and on to 


the heady heights of Suburban 
Paragon of Virtue (81%), but it will 
take all four parts (between which 
ratings are transferable) to go very 
far into the eighties. 

A criticism which has been level- 
led al these MOSIAC BOOKWARE 
products (in this case marketed by 
VIRGIN) concems the games” ability 
to only withstand one run-through 
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as with a book. Having played the 
first part of this game several 
times, have noticed a few devices 
to counter this criticism. After 
playing through the part once you 
would expect a re-run to see you 
making all the correct decisions; 


but not onby is it hard to remember | 
| the night choice between the 3 


options (made more difficult by the 


| program swapping round the 
| question order), it will be noticed 


that certain sections vary in con- 
tent and order. In the first part the 
sequence involving Mr 
Mole's government scheme recla- 
mation job may either be missing 
entirely or dealt with at great 
length. Similarhy, the toothache 
sequence may be touched upon 
or agonised over for some time. 

Curiously, this variation can be 
responsible for a justified criticism 
in that the program lacks the 
chronology of the book and hence 
people unfamiliar with the Moles 
and their environs may need some 
prior introduction to the colourful 
characters which inhabit their 
worid. For example, at the start of 
Part Three we are told of Adrian's 
father going to see a Brett, and a 
Stick Insect. Readers of the book 
will immediately recognise the 
nicknames of his father's lover and 
the offspring of their union, but 
what of newcomers? The plot can 
also sufter dus to the attempts to 
vary the game each time it is 
played. Take Adrian's relationship 
with Pandora which is fine at the 
and of one part and then mysteri- 
ousiy cool at the inning of 
another, the reason being lost in 
text which may not pop up until 
these parts are played several 
times. 





Froducer: Bth Day 
Price: £2.99 

Authors: Michael White, 
Martin Rennie 


BrTH DAY SOFTWARE received some 
etty fine revigws when they 
an their Games Without Fron- 
tiars series almost two years ago. 
Now these Quilled games are to 
be re-released for new computer 
owners, with many additional fea- 
tures which will make 
cheapies even better buys. Obvi- 
ous upoates include the inclusion 
of graphics on some locations, 
and RAM save and load. Also, 
there is a text-only version of the 
game on the flip-side for ascetics 
who prefer à wordier approach. 
BrH DAY are also considering re- 
releasing some of the other five 
ames from their Games Without 
| Frontiers label. These will be rated 
for difficulty (Beginner, Standard 
and Advanced), so a beginner can 
find a comfortable level from 
which to progress. 

The first of these releases, Four 
Minutes to Midnight, was inspired. 
by the Stephen King novel, The 
Stand, and follows you and your 
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| and re-establish order 
| chaos following the ocutbreak. 
| Joumeying across America you 
these | 


|B 





Before finishing, could | just 
mention some points about the 
structure of this four-part adven- 
ture. Each part can be loaded 
separately and then played 
repeatedly to obtain a higher 
score. As there are two parts per 
side, à is wise to stop the tape 


“immediately after loading parts 


ongorthres, the first parts onsides 
A and B respectively. When play- 
ing the parts in a row do not be 


* alarmed if at first the programs do 


not seem to De loading as this 
ignored information is only taken 


up ifthat part is being loaded onits | 
own (a small white square appears | 


at bottom right when the program 
E Redna Propem. As ve men- 
tioned, the score does transfer 
between parts when gd iognçd 
is not switched off, it would be 
impossibls to achieve a high score 
otherwise. To quit a part, Or to ask 
for help, option 4 is your choice 
(nhere RESTART is suggested to 


quit and begin a part again). 
| consider the rias Mole 


ames to be very entertaining, as | 
they draw on some great material | 
from the Sue Townsend books. | 
This game, the follow-up to The | 


Secret Diary of Adrian Mole, is not 
perfect (when pictures are being 
drawn, and sometimes text zips up 
and off the screen before it can be 
read; also typographical errors 
crop up now and again) but it 
doesn't half keep you enthralled. 
Now Imighthave said 'doesn't half 
give you a run for your money” but 
a E8.95 price tag does not com- 
pare favourably with the METHUEN 


paperback book which costs just - 


1.95. While  contemplati 
whether a tenner outlay is won 
the pleasure of guiding Mole 


| fellow survivor's attempts to come 
| to terms with a bacteriological 


catastrophe which has devastated 


| America, wiping out some 90% of 
| the population. 
|-can shake off the bacteria isn't yet 


hythe other 10% 


clear, perhaps they're immune to 
the bug. They form Ao to try 
om the 


must find as many companions as 
you can, utilising their skills to help 
you overcome the many problems 
hat litter the road to a more stable 
society. But is more on your 
mind; wouldn't it ba a good idea to 


| seize the chance now to rid the 


menace of nuclear arms, now that 
the silos lia unguafded. Perhaps 
with a party of like-minded people, 
the warheads could be de-acti- 
vated and a new generation 
spared another holocaust. 
Impressive new features have 
been grafted onto these old 
adventures to bring them bang up- 
to-date. Due to the nature of the 
ame, the command RECRUIT 
VE) has been included, with 
PARTY giving the make-up of the 
team you have bulk up so far. À 





through his adolescence, perhaps 
you might like to consider these 
two quotes, one from the program 
and the second from the book. The 
first concerns some perfectly 
reasonabls advice to a cigarette 
manufacturer, “| have written to 
Rothmans offering to improve 


their health waming. The current 


| one is very badly laid out." And 
| how about this one for a comic 


ending to an innocuous-lookirg 
paragraph: “My father was ironing 
baby clothes when | got home 
from school. He said, “you laugh. 


Fkillyou", My mother was feeding | 


the baby, with her feet on the dog's 
back. k was a charming domestic 
picture, only spoiled when my 
father put the ironing board away 
go went home to his other fam- 
Iy.” 


while FEED is used to direct food 
at those members most in need of 
strength. To help you decide who 
is most worthy the command, HIS- 
TORY gives you the low=-down on 
a character's past, while STATIS- 
TICS give you a character's profile 
with al important technical, 


member is dropped with LEAVE, | NM 








Difficulty: about as difficult as 
opening a Mars bar 

Graphics: weird, 'prepaid post 
cubist through mottled glass" 
school! of art 

Presentation: just fine 

Input facility: press keys one to 
Fc fa 

General rating: great material 
Atmosphere 88% 
Vocabulary n/a 
Logic a 15% 
Addictive quality 82% 
Overall 


88% 






engineering, social and strength 


attributes. However, due to a 
reluciance of members to divulge 
their respective pasts, a psychic is 
needed to release these personal 
facts. 

You kick off on the forecourt of 
a small gasoline station which is in 
a termible, deserted state. But 
what's this? À car is careering 
down the road towards the station 
and if not stopped, will tum the 








whole scene into a blazing inferno. 
You're onhy given a few moves to 
| resolve this situation, so you can 
-sge you have a very tough start to 
this one and the game's tag of 
Advanced Difficulty makes itself 
telt right from the 6. Finding the 
members which make up your 
tsam isn't a pienic either, although 
| Dave obliginaly pops up from 
within the first few locations. At 
justabout the time when things are 
beginning to run smoocthly, the 
time element comes into play with 
the sun deciding its had enough 
tor one day. SLEEP and WAIT are 
the obvious comectives, although 
a quick succession of LOOKS (L) 
does the trick along with justabout 
anything else. Getting the BMX 
bicycie speeds you on your way, | 
while entering every building or 
object will ses you recruning 
another member before your 
nervês crack. 

Four Minutes to Midnight Is 
available by mail-order from sTH 
par, 18 Flaxhill, Moreton, Wirral 
L46 7UH. The games were well 
| received on their first release some 


| Producer: Firebird 
Price: £1.99 
Author: Peter Torrence 


Yes it's that Peter Torrence again, 
he of Subsunk and Seabase Lhalta 
fame, following up his first GAC 
foray with this one here, a trip imo 
your average computer whizzkid's 
imagination. 

You start your trip into fantasy in 
a most prosaic pose — that of you 
sitting at your computer console, 
with only the loading of a disc 
betwean vou and all the horrors 
that lie in the average adventure. | 
Two immediate imtations soon 
make themselves felt even this 
early on: the blinding white back- 
ground is a sure-fire cert for 
headaches, while the curious GAC | 
input format, which has your input 


Producer: Anco 
Price: £9.95 
Author: 8 Screech 


| stuck this one into the cassette | 
recorder, noticed it wasn't load- . 


find outthatit's 128 only. So, after 
atrip downtown, lam now a proud 
owner Of that new fangle Amstrad 
apectrum thingie. Yes, this prog- 
ram is for the Spectrum 128K onhy 
(or so | assume, as it came all by 
self with no info), a fact which | 
can only respect as the work of a 
| true devotee, as any program onhy 
on the 128 format rules out the 
sales possible on the 48. Needless 
to say, a 128 program such as this 





| time 





| Overall 








ing. then referred to the cover to | 



















































ago and now, in their 
improved format, t represent 
good value for money. The difficult 
nature of the adventure, and fis 
sophisticated commands such as 
RECARAUIT, TIME, and HISTORY, 
should ensure a following 
amongst adventure Dufis. 


Difficulty: not to be taken lightly 


Graphics: below average 
Presentation: okay 

Input facility: verb/noun 
Response: fast 

General rating: classic cheap 
game 

Atmosphere T5% 
Vocabulary 80% 
Logic 74% 
Addictive Quality 75% 


76% 





split asunder (eg D followed by ISG 
on a new line!) doesn't half look 
untidy. Further, as | mentioned last 
month concerning GAC games, 
there is a tendency to be left with 
the end of the last description cap- 
ping the new one - a most 
unsightly state of affairs. All of this 


| follows the most irritating loading 


routine imaginable (short squeais, 
rather like the rythmic strangling of 
a chicken), presumably designed 
to foil those poor souls who cant 
even afford a £1.99 game, and a 
loading screen by Fish (1 knew 
Marilhon's days were numbered!). 

Onty a little further on, another 
iritant proudly iniroduces itself. 
Due to the large area of the screen 
devoted to GAC graphics, LOOK 
is often needed to flick back up a 
location description lost by input 
serolling it up and off. Untortu- 


takes a long. time to load, so | 
wouldn't recommend sitting there 
matching it; sit down instead, and 
have a good read of the cover to 
get to know all the icons used, as 
this is very much an icon-driven 
affair. 
Now, before | get all enthusias- 
bc Toa ag dia over one or two 
ranbacks. The program appears 
to consist mostly of BASIC — the 
only explanation | can think of to 
account for the games slow, plod- 


| ding pace. The proceedings aren't 


helped along any by the need to 
constantly press ENTER to 
confirm moves or to finish a 
sequence. This ensures you never 


| miss anything, but often there's 


nothing to miss in any case. The 








nately the universal 'L' is not 
accepted and LO is mistaken for 
LOAD. This is a small gripe, but nt 


| gets bigger the more often LOOK 
| is called into service! Similarky Fis 


insufficient to call up an inventory 
Of YOU POSSESSÍons. 

mallexceptions outofthe way, 
this really is quite a good trip round 
pretty familiar themes. The four 
titles of the games from which to 


| choose say it all: 2002 — a very odd 


day in space, The Lords of Half 
Past Nine (a good two and a hall 
hours earty!), Panic Miner 9000 20 
Niner, and Raid Over Margate. We 
are told that these games are 
linked in subtle and amusing ways, 
and so itturns out, with each game 
inextricably linked to the other and 
with items and problems zipping 
about all over tha place. 

Imagination is the game's title, 
but this adventure shows precious 
little of that commodity when à 
comes to presentation. This is 
mostly due to the constraints 
imposed by any programming util- 
ity, in this case marked by a lack of 
much-needed colour within the 
text. The Graphic Adventure 
Creator necessarily limits the size 


of the text area (due to the large 


amount of screen devoted to the 
picture). When no picture accom- 
panies a location, the previous pic- 





other question mark over this 
game is the convoluted over-use 
of icons. Icons are surely meant as 
an easy option over text input. 
Untortunately, in this case, getting 
to know the icons (which often 
lead to sets of sub-icons) takes 
some effort and, again, slows 
things down to a: erous plod. 
At the start of the adventure you 
can pick up a sling, and it strikes 
methatsimply typing TAKE SLING 
would be an awtul lot easier than 
coursing vour way through the 
Russian doll sets oficons. 

The landscape over which the 


| game develops isn't altogether 


convincing, even though the pic- 
tures are good. There are too many 
locations stuck in to make up the 


suficient to get some 9000 jokes | 
| in (eg the time machine box 
which is decidediy amaller inside 


| entertained. 


ut 
“Input Facility: verb/noun 








ture scrolis off in an untidy fashion. | 
The text which does occur is not 
particulary descriptive, but it Is 


than itlooks from the outside), and 
there's enough of à plot to keep 
even the most casual adventurer 
In writing style 
though, aps too many sen- 
ic ese ni “You are on/in'. 
Peter Torrence has made his name 
in budget adventure, and this one 
wili do his reputation no harm. 


Felalili tias 
[| n | | j | pi | it | À 
| [E JH! TA OH 


Difficulty: needs some thought 
Graphics: sufficient for à budget - 


Response: reasonably fast 
General rating: Torrence fans will 


lap it up E 

Atmosphere Tá 
Vocabulary 79% 
Logic 78% 
Addictive quality T4% 
Overall 75% 


number, they don't further the | 
story, and your memories are of an 
adventure filed with location 
descriptions which have useless 

o-nowhere statements such as 
there are “no notable ieatures' 
(spelled 'noteable' in the adven- 
ture). I'm not totally enamoured 
with the 'barren grassy plains' 
either. Having given this reviow a 
less-than-flatterning stat, this 
game can come up trumps if you 
put these drawbacks to one side 
and just get stuck in. 

Time for the story -andit's quite 
a sound one, so pay attention. 
Back in the misty past, a kingdom 
in'a remote part of Britain had one 
strange custom. When the young | 
men of the realm reached their | 
eighteenth birthday, custom 
declared that they spent à day in 
the wildermess. If they survived, 
they were welcomed back as men 
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worthy to take their place in soci- 
Bety. Well, quess what, you've just 


| turned eighteen, and there vou 


stand on the edge of the wilder- 
ness, ready to be sent off by vour 
friends, family and elders. Beyond 
stretches a bleak, mysterious, tor- 
bidding landscape. The last thing 


| YOU can remember is your father 


proposing a toast to your future 


| and safe retum. When you regain 


consciousness, the crowd is gone 
and you are alone in the vast wil- 
derness known as the Kingdom of 
Krell, 

Something which you will soón 





RED LION 


Producer: Mystic 


| Software 


Price: £2.50 
Authors: C Ward, L 
Donaghey, S Lynch 


The Red Lion sounds like a pub, 
and in many ways it providas just 
as much entertainment. What this 
intrepid team of adventurers have 
come up with is a Quilled game = 
but with a fresh approach. A sin- 
cere attempt to do away with the 
“You Can'ts' seems to have paid 
of, as the program skips along 
merrily with comments to keep 


you are barking up the wrong tree 
and a líttie askew progress-wise). 
Quiled games are notorious for 
their avoidance of more complex 
notions (such as character com- 
munication), but this adventurs 
tackies the issue most laudably 
with an easily-worked set of 
speech structures. Finally, it willbe 
no secret to readers of this column 
that it has always been my wish to 
ses the verbs SEARCH and 
EXAMINE defined more strictiy in 
adventuring, and that very task 
nas been admirably executed in 
this game, 

acrolling in neat readable 
chunks, the story owes much to 
Lord of the Rings, with demonio 
nabpenings in the east spreading 
westwards. Here's how mt 

Centuries ago, while mining in 
the Black Mountains, the dwarves 


discovered a large ruby. They | 
4 
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vou amused all the while (even if | 


FO tg 


se 


realise about the land of Krell is 
| your view of itdiffers from the loca- 
tion description, as it is the adja- 
cent location that you see In the 
direction you are currently looking. 
This is somewhat similar to Loras 
of Midnight in style, but | don't 
think it works quite às well here — 
there is too much sudden variation 
in topography to mimic the feeling 
of genuine travel over a real land. 
Hence a barren grassy plain will be 
accompanied by the picture ota 
river and trees, and as often as not, 
will be followed by the picture of a 
plain when you are now by a river. 


| Caded it 'The Red Lion' and held it 

| as their greatest treasure. They 
were blissfuly unaware of the 
rubys mystical properties, but 
there were some abroad who were 
notso gullible. The Orclord, Auron, 
knew the full significance of their 
find and launched an attack on the 
peoples of the Black Mountains, 
hoping to claim the jewel for him- 
seli. After the bloody battle which 
ensueda, both the Red Lion and the 
Orciord disappeared, Many years 
later there emergad from the east 
a Cruel and powerful sorcerer who 
became known to all as the Mire 
Lord. He was in fact none other 
than the Orciord himself, who had 
spent the intervening years feed- 
ing off the ruby's power and 
becoming an ever more powerful 
tyrant. The Mire Lord now poses a 
great threat to all the people of the 
land — he must be defeated and 
the source of his power wrenched 
from his evil grasp! 

You can probably guess from 
the introduction that this game 
tries its best to please and to deal 
with the rather less engaging 
idiosynerasies of adventure, 
sprucing them up and adding fea- 
tures for a more enjoyable trip. I've 
already touched upon the differen- 
tiation of SEARCH and EXAMINE. 
This is something which really 
adds atmosphere, as the word 
EXAMINE is now-associated with 
looking closely at an object (and 
no more), while SEARCH is 
reserved for those things which 
onty a detailed prodding and mov- 
ing can ungarth. Take the warrior's 
dead body, where EXAMINE 
poinis to the “two deep fang- 
marks in the dead man's neck', 





| cloak furt 


| really shine. 
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In another area you have entered 
the mouth of a cave with damp 
walls, and the picture is of a green 
ptain! I'd admit that it would be 
hard to eliminate this problem, 
given the game's design, without 
A Pla, system used in Mid- 
night. The game design is again 
found to be weak when fighting the 
skeleton, where hítting the crea- 


| ture causes a deep gash which for 


my liking sounds too much like a 
leshwound, and describing a 
skeleton as either “dead”, or as a 
carcass', doesn't quite ring true. 

This game very much finds its 
roots in Fl peroba and Dragons, 
with an unfaltering loyalty to that 
world's terminology. Strength, 
Wisdom, Intelligence, Dexterity, 
Constitution, and Charisma are all 


| here. As with many role-playing 


games, amusing ratings are in evi- 
dence such as the far from com- 


| | plimentary Dung-Dweller. 


The Kingdom of Krell is a vast, 
real-time adventure with a mul- 
titude of independent characters, 
The main menu allows the player 
to Move, Sleep, select Weapons, 
cast Spells, Take and Drop, as well 
as Talk to characters. Taking the 
Talk option to ilustrate the sub 
menus, in this case Pleasantly, 
Normal, and Nastily represent the 
different sorts of speech possible. 
fa nasty creature is encountered 
it is possible simply to give It the 


slip by moving on, otherwise 


while SEARCH WARRIOR reveals 
a cloak (admittedly, this example 
“isn't the best, as you mightsay that 
examining a body should reveal à 
cloak — but | think you" get the gist 
of the cu e Examining the 


ers your investigation 
with “The cloak bears the symbol 
of a sword over flowing water. 
searching the cloak finds you 


| nothing, which isn't helpful con- 


sidering your plight in the first 
tfteen or so locations, where a 
store trader requires money you 
just don't have and a Snyzer just 
won't let you at his key... even 
after consuming a flagon of wine 


| (he could have at least dozed off)l 


Leaving aside the top marks that 
this game gets for technical com- 
petence, its plot and storyboard 
ake the area of the 
river, imaginatively named tha 
Dragon's Tail. Here a sign says 
Ring for the ferry: no charge' 
rounding off a location description 
which mentions the river's danger- 
ous undercurrents. The bell emits 
a clear resonant tone, and pre- 
sentiy beckons an old man who 


| hobbles to the river bank carrying 
a large boat which he drops onthe | 


water. The warning of the rivers 
tempestuous nature and the for- 
bidding “After you, sir” speak for 
themselves, but what | liked here 
is the ability to examine everything 
from the river (another warning: 
“The niver thunders rapidhy south- 
wards”) to imelevant asides such 
as the description given the bell (lt 
is made of iron and is fixed into a 
stone), 

Red Lion is a well-resesiched 


piece of software, and shows | 
| many features of which | most 











Attack can be evoked. 

Although | had reservations dur- 
ing the early stages of play jinclud- 
| ing annoyance at only one arrow 
key to return to the main menu 
rather than the two together out- 
lined in the instructions), Imust say 
that after a whila the effort that has 
gone into producing this game 
does begin to make itself appar- 
ent. Ônce the icon systern is mas- 


| tered time can be taken noticing 


just how well the adventure is 
served up, and how d the 
graphics really are — both pictures 
and icons. | 


| Difficulty: you can play straight 


away Dut completion is another 
matter 
Graphics: very good 
Presentation: very smart 
Input facility: icons 

| nse: adequate 
General rating: very interesting 


Atmosphere 80% 
Vocabulary 68% 
Logic 72% 
Addictive quality 85% 
Overall B6% 





heartily approve. The maintextisa | 
soft yellow on a black background 
with white input, while a tasteful | 
blue highlights points of interest 
from within the descriptions. The 
EXAMINE command is most help- 
ful and informative, and as if this 
were not enough, It's supported by 


| anequally useful and more specifi- | 


Cally designed SEARCH option. 
The full vocabulary is listed at the 
start, and can be called up at any 
time during play. But | have left the 
best till last — the game can offer 
the chance of talking to characters 
na Quiled game, with the con- | 
structions TALK TO or ADDRESS 
character. This can lead to useful 
information being extracted by 
way of the TELL ME ABOUT com- 
mand (which can be shortened to 
ABOUT). Red Lion is a text-only 
game, available mail-order from 
Mystic, 67 Fergieen Park, Galiagh, 
Derry, N. Ireland BT4B BLF, 


| Difficulty: not difficult 
Graphics: none 
Presentation: good use of colour 
in text 
Input facility: verb/noun 
Response: fast 
General rating: a cutabove usual 
mail-order 
Atmosphere 87% 
Vocabulary 86% 
Logic 85% 
Addictive quality 85% | 
Overall B6% 
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ua JUDGE DREDD 
pe INFINITE LIVES 


There comes a time when even | 
super heroes need more lives 
than us mere mortais — enter The 
| Haxby Hackers. This time Mel- 
| boume House's Judge Dredd 
comes under the hammer with 
infinito lives POKEs from the 
lads. The routine prevenis the 
Mega City from being taken 

























Over.. 


10 REM JUDGE DREDD 
11 REM HAXBY HACKERS 
12 REM CRASH April 87 
20 CLEAR 24700 

30 LOAD '”" SCREENS 

| 40 LOAD“ CODE 


CG 50 POKE 249632 
Tra id 60 RANDOMIZE 24756 






Good Griefl [hear you crying, “who's that atthetopofthe 
page”, 

Yep,yougotit, There's besn changes at the Towers yet 
again. ltwas a bit unforseen, but the CRASH Girlie Tipster, 
Hannah Smith has left us and gone to Pastures New [it's 
a place near Birmingham I'm told). In lieu of creating 
| “another Playing Tips star (in the mould of Robin Candy or 
| Hannah the Ravenflame Slayer) for the time being, the 
Newsfield Management (blesséd be their names) has 
asked me to step into my old role and 'do the tips”. 

Weill, for those who go back to before Issue 10, you'll 
know how long tis since | did the job. But, as they say, the 
old ones are often the best, And I'll do my best. So, here 
WE go. 






And Paul Eynstons from 

Abingdon ie a 2 a 

sick of a baddia shoviing at you 

| and generally making life a mis- 

ery, try standing on the far right 

Apa gre adisaaas 

to jump up and 

to shoot away quite happily. | 

onhy works on screens with | 

| more than one platform. 

If a baddie joins you on the 

| same level, jump down one, still 
staying on the far right of the 

| Screen, and he will jump down. 

AM you need to do is to jump 

back up again, 






'Ere we go, 'ere we ga, 'eré we 
go as they say. Only thay'igo à 
lot turther if they had Philip Nor- 
tontrom Skeimersdale in Lanca- 

shire to give them the following 

tpstoscoremore goals. 
















Vilhen the goal isin visw, move the 
ball towards the panalty-spot then. 
still moving the Ball, press fire to 
Rick justas t reaches the spot. It 
shoúla then shoot into one of the 
comers depending on tha way in 
which ll's Rita Tre. palie car 
rgach it, so you should always 
atore. Ce monyou rede. ,. 










STARGLIDER 128 TIPS 


1! F : 

| No POKEs yet for one of How to complete missions on | r 
0] a ) | 
| E CRASH's highest rated games.  levelone | 
In the meantime you can make. After destroving |, 


do with some helpful hints from 

Mr 'Missilte Launched! himselt, 

E mf E the Eri, ta Th) e to win] 
| Cravg from Guildford in Surrey. 
How to destroy Starglider One 
Ai the came ss! 


E name tan there sa piece 
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10 REM GAUNTLET HEALTH 
12 a 4 CR EM ã A rj 87 Y 
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How to re-energise 
E o O Dt Fo 


Ls 


+DPOKEAD 
01 THEN PRINTAT 10,10; SE 


|] 
mm Liso À 
SS | 


] that Birdy explode 






How to dock with silos 


MOS are velo, spinnint | E | 
dh tirê e A - a abade 241 ER ú 





170 DATA 62,201,50,A1,42,195,0,132,9999 


Thanks Dominic. Now, anyone 
got tips for level two..? 
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DRUID 
Where there's a POKE a a 
everything. 


Phil, .. or so the saying goes. 
“Chur- | ptay the 
ins with a | beginning. 
act, to provide 


10 REM DRUID POKES 
12 REM by PHIL CHURCHYARD 


| troubled Druids with infinite 
in cassette from the 


| 13 REM CRASH April B7 
| 20 CLEAR 26800 


30 LET = 0: LET WEIGHT = O 

40 RESTORE 

50 FOR | = 30000 TO 30079 

80 READ A: LET TOT = TOT + WEIGHT" A 
70 POKE 1,4: LET WEIGHT = WEIGHT +1 
80 NEXT! 


GO IFTOT <=> 288048 THEN PRINT “ERROR IN 


DATA!!!': BEEP 1,0:STOP. 

100 BOR D RO: PAPER 0: INK 0: CLS 

110 POKE 30057,50: REM INFINITE MOST THINGS 
120 POKE 30062,50: POKE 30066,50: POKE 





| |:30069,50: POKE 30072,50: REM INFINITE ENERGY 


130 PRINT AT 21,8; INK 7;" “START DAUID TAPE” 
140 LOAD" in 


BO CLS. 


160 RANDOMIZE USAR 30000 
1000 DATA 33, 57, 117, 34,63 
1001 DATA 205, 195, 0, 205, 205 
1002 DATA 83, 206, 122, 254, 46 
1003 DATA 192, aa, 83, 206, 34 
1004 DATA 63, 205, 62, 195, 50 
1005 DATA 58, 105, 33, 82, 1417 


| 1006 DATA 34, 59, 105, 201,50 


1007 DATA 107,82, 33, 109, 117 
1008 DATA 17, 0,105, 1,50 

1009 DATA O, 237, 83, 138, 105 
1010 DATA 237, 176. 195, 61, 105 


[1011 DATA 62, 201,58, 24, 133 


1012 DATA 62, 24, sê, Es, 11 

1013 DATA 175, 58,87,117,58 

4014 DATA 94, 122, 58, 40, 128. y j 
1015. DATA 195, 0,112,0,0 


HE A 


a pereh seio 


: 
reina ps espa pesrreth LA 
alamgjrêr sd peer bri, 
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— attention, judaing 
| bers of tips and sida flowing 


| HEM by JON NORTH 
asia 


Coen MT-Eds! 
“20 FOR F=8e4 TO 50016: READ | 


'20 RANDOMIZE USR 3ed 
40 DATA 205, 86, 5, 221,99, 215, | 
'253,17,0,1,62, 255, 55 
“205, 86, 5.201 


50. POKE 


0,108 


Win an entire issue of Smashes! 
You take a gamble on our reviewers and their opin- 


| jonsand win an entire issue of Smashes IF you'rethe | 
| first picked out of the mail bag with a sensible and 


working POKESs for the following: 
* infinite lives; Head Over Heels 


» infinite balls; Arkanoid 
“ infinite lives: |, Ball 
ing; Rana Rama 


a a BIG selection; any old games 


TEMPEST 


Electric Dream's conversion of 


| the smash hitarcade game 


(which has consumed many of 
my hard-eamed 10 pence coins 
recently) has attracted a totof 
by the num- 


5 REM TEMPEST 
6 REM AG PATTERSON 


7 REM CRASH April 87 


| Or with maps for Head Epil Hosts and Rana Rama. 


from the mail bag. & Patterson 
o Billingdon was first out of 


ih Aa receivesthecre- | 


is infinite lives hack. The 
e E line 50 diciates the number 
otlives possible - any number 
that doesn't exceed 255. 


10 BORDER 0:PAPER G:INK D:-CLS 


só LOAD" CODE 


a0 POKE 57544 ,205:POKE 57545, 183:POKE 


57546,225 


40 FOR N = 577693 1057763 TO 577/0/READ 
APOKE N A:NEXT NIRANDOMIZE USB 57344 
50 DATA 62,X.50,182,130.195,0,188 
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ices 65136,220:POKE || 
ertort. | 85137255 | 
Dos a 


E 





ENTER THE TUBÊ IF YOU DARE! 


- SURVIVE THE TRANSFER'ZONE, STEER THROUGH THE 
INNER TUBE DEFENCE MECHANISM TO REACH THE 
CAPTURE AREA. Ê 


THE TUBE Is AN AMAZING FAST ACTION SHO0T EM UP, 
WITH SUPERB GRAPHICS AND SOUND, 


ONLY THOSE WITH NERVES OF STEEL SHOULD APPLY. 


| Victory House, CBM 64 and Spectrum: pm Za 17 ci 
Leicester Place, pe | MR vidi né my UM PA 


q Resp WC2H 7NB 8.95 o " ENE NaE + 
—— F à: E Dik ; " RT | 











128K ZUB TREAT 


| Oh, idt's that zubbing game 
again. Well, did you zub that Zub 
has an extra game included on 
H? & has! No zub around 
here, a free game — called Light- 
farce supposedly written by Fast 
às You Like. We've got the 
| delectable and totally zubbable 


Alison Beaziy down at Zuber- | 


NOSFERATU HACK 


Piranha's snappy 3D arcade 
adventure was duly awarded a 
CRASH Smash in the Christmas 
Special. However, If you're still 
struggling with the irritating 
rats, spiders and dogs that pat- 
rol the castle and town then fear 
no more; G Patterson (a rodent 
catcher fever l've seenone) has 
acouple of helpful POKEs which 
rd every location of their for- 
midable foes and give an infinite 
time limit to boot. What more 
could vou ask for? 


E CEL Da , E 
? REM CRASH April 8 


THE CASTLE 





tronic to thank for this one. 
However, R only works on the | 


12BK or Plus 2 


What you do Is start the game, | 


and press 2, 4, 6, 8 keys all at 
once, A Cheat m 


by pressing 1, 3, 5, 7 at once 
Lighifarce starts up - complete 
with redefine keys option, joys- 
tick selections, highscore 
and a whole host of extras. 
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then | 
flashes across the screen and | 


Lastmonth the lipstick-clad one 
printed some tips on the first 
level of CAL's follow up to Tau 
Cet, Academy. Now, like the 
sequel to a great film, | present 
(cue music) Academy Tips Il = 
The Wrath of Russell. Well, Rus- 
sell Mulcahy from Sheffield 
supplied these for levels two 
and three, so read carefully and 
take note, | was hoping to print 
some POKEs to go alongside 
li tips but they didn't work. Ho 
um. 


Level Two — Cipher 
Design à Skimmer with a door unit 


and missiles, Follow one set of | 


lighthouses until you see the reac- 
tors, which are easier viewed on 
the scanner. Approach slowly, 
shooting anything that attempts to 
blast you, but take care not to hit 
the reactor or it won't allow you to 
enter. Dock with the reactors and 
get the codes. 

Retum to the GVL, blasting the 
lighthouses as you go 80 you know 
you've been that way. Re-equip 
and repeat the procedure for the 
other reactors. Once all codes 


have been extracted, return to the 
GvL and go into the codes system. 
To begin with it's best to try and 
match one piece of code with 
Every other piece until à match is 
found. The codes look like two 
numbers when completed. 


At the OK Coral 
Lots of missiles and good shields 
are required for this. The missiles 


are tor the armoured crawlers | 
which are invulnerabla to lasers. | 
Generally, suing scanners, you 
should seek out groups of robots 
and approach them slowly, As 
they attack, zap them, don't use 
the misgiles. 


Hide and Seek 
Delay bombs are needed, but mis- 

silas, ASMs or good lasers are not 
essential. However, il's wise to 
kegp a hold on some good shields. 
The suppressor droid is moved by 
shooting at it = but they're difficult | 
to control. Move one overto a 
group of solar discs; close enough 
so you can get enter the group 
without being shot. Position your- 


| se so all dists are visible on the 


central blue square of the scanner. 

Tum róund and fire at the sup- 
pressor, as you dont want to 
destroy it with discs. Keep firing 
until the discs return your fire, then 
drop the delay bomb and escape 
by fiying towards the suppressor — 
but dont crash into it. If this is 


| done correctly the bomb should 


| | destroy all the discs but not the 











| suppressor. Remember — you only 


have two suppressors so dont 


“| waste them. 


Level Three — Laserium 


| Dead easy! Design a Battle Skim- 
| mer with good lasers, shields, mis- 


siles, scanner, fumy dice... No, 
cut the furry dice. Don't charge 
around the landscape, take iteasy, 
returning to the GVL ifyou're dam- 
aged, Don't launch too many mis- 
silás at once, as this increases the 
chances of a robot AMM launch. 
You should have no trouble in get- 
ting 100% on this one. 


Hades II 

Lise the Battie Skimmer from 
Laserium, but add a jump unit if it 
hasn't already got one. Be careful 
notto destroy th jump pads. 


Sands Of Time 

To destroy the reactors use delay 
bombs or fire a missile at very 
close range, Watch out for solar 
discs protecting one reactor as 
there are no suppressors. In this 
mission there's no real point carry- 


| ing on after 60 percent, as the 
| other missions should build up 
vour score, 


Mission Improbable 
Similar to Cipher only with jump 
pads. À suppressor is required to 


| use the first jump pad, as 's sur- 


rounded by solar discs. Apart from 
that il's quite easy. 


Academy Tips ll = The Search | 


for Russell follows next month 
with hints on how to complete 
the missions in levels four and 
five. 
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"DOUBLE TAKE TIPS 


The game has different starting 
positions for the objects so not 
all will have to be swapped, The 
objects should be put in the 
same room in the r univer- 
se, The room numbers are on 
the map but they can be iden- 
tified as in Universe 1 locations 
are the inverse of the locations 
in Sumink's Universe. 6% is 
awarded for every pair of 
objects swapped. Some 
screens can only be entered 
through Portals in the tunnel. 
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The Sports Jet Simulation 


The Decathlon of Sports Aviation Events |5 a tough and 
dangerous competition, the ultimate challenge for any stunt 
pilot. To compete in it, you must learn to fiy the BD-5) a fully 
acrobatic, 300 m.p.h. sports jet: To win you must De prepared 
to live dangerousiy 

Acroójet puts you in the hot seat to experience the same thnill, 
excitement and splitsecond action as real stunt pilots. 

Superb 3-D graphics, sophisticated cockpit instrumentation 
and lightning fast joystick response enable you to perform 
precision loops, rolls and Immelmanns. Even the death- 
cdefying Cuban Elght. 


In this simulation there's no room for human error Only for 
skill, Courage and nerves of steel. 

Up-to 4 players can compete in Acrojet: Challenge your 
friends and become the World's Greatest Sports Pilot. 

Acrojet for the Commodore 64, 128k, Spectrum 48/128k and 
Amstrad CPC series, Cassette E9.95. Disk E 14.95. 
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ai DE | Pass behind. Retrace your steps 
FUTURE KNIGHT to the exitand go through. Go left, 
then down through three rooms 
Adam Thompson from Hol- and you should be presented with 
linswood in Shropshire sent a tha message; This exit is locked, 











“pleading letter to printhis Future | fool! Use the Securo-Key and go 
Knight solution. Well Adam, | back-to get the Safe Pass, then 
| these are your tips! back throughithe exit. Goright. get | 







re for the first part, to go the Platform Key, go back left, and 
with the map. H anyone has a through the exit opened with the 










map of the second section | can Securo-Key. 
print the rest of his tips when it Go down six rooms and through 
 armives... the exit, Go down a further six 
rooms and use the Platform Key — 






First you need the-Safe Pass. go a Platform should appear. Go 
left, then up, left again, then right | down, get the Exit Pass, then 
“and grab the Safe Pass. Go back retrace your steps tô the exit. Go 
right. Go down, kilithe Large through and up six rooms to the 
Robot and go through the exit. exit, 

Now you have to locate the Gec- Go through, go night, and 
uro-Key, the Platform Key and the through the exit. Go clean through 
ExitPass, Goleft, thenthroughthe | six rooms and another exit. Go 
second opening on the right. Kill down, right, down, killthe Large 
the Robot and go up, left, up and Robot, go left, and through the 
through the exit. Go left through exit. Go left, night, down two 

four rooms, and through a secret rooms, teft and walk into the exit — 
door on the left, Go through two but remember to use the Exit pass, 


















more rooms to the left, and Walk out of the exit, then back in, 
through the exit. and you should be on the planet's 
Gonghtthroughfiverooms, get | surface, 











tha Securo-Key, leaving the Safe More solution next month. 


addm end 
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FIST HI SOLUTION 


H there was ever a Ninja then it's Gary Bowyer from Sawston in 
Cambridge who completed the not-so-hot beat! em up on his sec: 
ond go. And here's the route he took . 





(Right, (Ljeft, (Up, (Djowen, (Worship for energy 











RORULWAUAURURDRODOLW,R,DLDLU.D, 
R.DR,D,RU,R,D,R,D,L,W,R, KILL! 


' 


TETE! 


Ah so. 


ab 


ZUB:AQUICKIE | diet Siro made ie 


Ray Goodall = a right lite zub BASIC loader and include the 


MEBANAPRRNIA 


ai 





from Brasted zubbed in a pro- | following POKE just before the 
liflic zub which ensures that Zub | Randomize Zub statement... 
has no zub ememies to zub you | POKE 37473 eo 


Fra 
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| EIDOLON PROTECTION RACKET 


And it's Phil to the rescue 
again, ao rea POKÉS to 
sind 






Frio do es do qi dd 
Hiko the old À; 






ge pc dedica 






10 REM EÍDOLON POKES 

11 REM by PHIL CHURCHYARD 

12 REM CRASH April 87 

20 CLEAR 65360 

30 RESTORE 

40 LET TOT = 0; LET WEIGHT = 1 

50 FOR | = 65361 TO 65480 

60 READ A; LET TOT = TOT + WEIGHT * A:LET 
WEIGHT = WEIGHT + 1 

70 POKELA 

BO NEXT | 

90 IF TOT <> 665353 THEN PRINT “ERROR IN 
DATAN!": BEEP 1,0: STOP 

100 POKE 65434,34: REM NO HARM FROM FIRE- 
BALLS 

110 POKE 65439,50: REM NO ENERGY LOSS FROM 
FIRING 

120 POKE 65449,50: REM NO HARM FROM CREATURES 
130 PRINT AT 21,7;º START EIDOLON TAPE” 

140 RANDOMIZE USR 65361 | 

1000 DATA 205,175,255,205,175 

1001 DATA 255,42,75,92,17 







infinite lives, Great, huh? 









pd ir nesecowww, boom! | 
cod ol! shoot 'em. up and. 
PORES go together like Roger 
(slave driver) Kean and brac- 
kets. Mara Gavilet from 
| Hartlepool in Cleveland has 
come up with the go0ds for US 
Gold's post-Christmas release. 
Firstiype in Skunk's loader, as 
printed in the February issue on 
ape da ia add the following | 


o) DATA 188, 64, 89,1, 14,0, 
B4, 195, 254, 1083, 221 1,224, 3, 
178,62, 87, 1, 5, Dm 18099 
























1002 DATA 26,3,167,297, 82 | | | 

1008 DATA 54,225,35,54,15 ELEVATOR ACTION 
1004 DATA 35,54,157,201,33 

+re0a eia abas Eno There's no stopping those Hac- 
1006 DAT; 4,50,51 kers from Haxby (and not forget- 
1007 DATA 33,3,252,17,0 ting Pocklington). This time 
1008 DATA 128,1,232,8, 237 | They've come up with a routine 
1008 DATA 176,33,0,128,34 to help Agent Otto defeat his 
1010 DATA 56,252,33,/142/255 adversaries in Quicksilva's Taito 






1011 DATA 34,126,252 195.49 
1012 DATA 252,33,151 255,34 
1013 DATA 7,255,195,147,254 
1014 DATA 33,0,24,34,101 
1015 DATA 161,62,201,50,21 
1016 DATA 141,62,78,58,40. 
1017 DATA 157,62,17,58,239 
1018 DATA 161,195,0,109,221 
1019 DATA 39,0,91,17.17 
1020 DATA 0,175,55,205,86 


coin-op conversion, Elevator 
Action. Type it in, check it 
(thoroughly, mind you), run it 
and load the game and hero Otto 
suddenly becomes immortal. 










10 REM ELEVATOR ACTION 
20 REM HAXBY HACKERS 
25 REM CRASH April 87 

30 CLEAR 65535 









40 LOAD “" CODE 647520 
1021 DATA 5,221,33,0,91 50 POKE 647520 
1022 DATA 42,83.92 195.115 60 POKE 64753 254 














TO FOR F = 65024 TO 65030: 
READ A: POKE F,A: NEXT F 

| BODATA 175, 50, 101, 164, 195, 
35, 148 

90 RANDOMIZE USR 64730 


1023 DATA 8,0,0,0,0 


UNIVERSAL HERO 


So, you're still not a Universal 
| Hero eh? Never fear, David Met 
calf from Tyne-and- Wear has 
Workad out the following solu- 
tion enabling you to launch the 
fighter. Take it away Dave... 





SHAO LIN'S 
ROAD CHEAT 


| The mysterious Lecky of Run- 
com has been pressing all man- 
Hp ibpn deferir acheatmode 
in The Edge's Konami conver- 
sion. He finally came up with this 
little piece of yoga .. 

First press the Space Key. 
While holding it down press the 
V, C and X keys, and with any 
| Spare fingers left 
al algo if this is done cor- 

rectly the di screen leveis 
change from one to another. 
When the desired level is found 
remove your fingers and play! 
























HC o Por the stick Of 
mite and the Wire-toi ptená tao 
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| scroll . 


| Is energy 
| Rrtinor. paço fon) 
| repeat the procedure and don't 


Bazooka Bill is a right wimp, he 
can'teven avoid 10,000 maraud- 

ing enemies without losin alife. 
H you're 

of 


The action is played on thres 
levels, ie (to 

die) and B na 

directions whilst nda 

ning right, and you should have the | 
game finished in no time. How- 


ever, there are no tips for the third 


level, ariel Might, as the route 


| changes avery time. 

The City: 

MM M MM B,M,B.M,B 
The Airbase: B, B, M 

Leyte Island: M, B, T,B.M, MB 


GENERAL TIPS 


Play with a friend who keeps his | 


sf pda When you lose | | 


at oba restaris but you 
have no points, 


On the Istand the Bazooka's are 


| hidden in the watertalis and can 


Or they run you over. 


In the inventory the weapons, in 


order, are fists, knives, machine | 


gun, flame thrower, bazooka. 


Wait until Leanoric appears 
near the vilager and press 
space to freeze him then turn the 
viliager into a zombie. In which 

ever direction you move the 
ao follow buttry to keepthe 
zombie on top of Leanoric to 
reduce his energy. Now set the 


forget to use the heal- spell if any 
of your energy is lost, | 





es 


- mts” 
a E 


Ru ht POKES. 





THE OOOPS 
SORRY DEPT 


As Darren Martin and Kevin Gale 
noticed a small mistake in the 
Christmas Special playing tips. 
Line four in the Universal! Hero 
POKEs should have read: 


4 LETCH = 1:LETTOT = O: FOR 
O = 32768 TO 32808: READ A: 


LET TOT=TOT + ACCH: LET 
CH = CH + 1:POKECANEXTO 


And The Skunk pointed out that 
in the February issue there was 
a mistake in the data for the Fair- 
In line 100, 221 
juld have read 220. 

Okay, all sorted out now. | 
stand corrected (even though 
the mistakes weren't mine in the 
first place, but there's Lloyd 
magnaminity for you). 


















n would appear that the 100 
screens of scrolling arcade 
action in this game has bam- 

boozled a few readers.G Fatter- 
| son dons his Superhack cape 


again and flies in with a simple 


four line POKE routine to pro- 
vide infinite lives for bewildered 
Mining Engineers. 





TERRA COGNITA INFINITE LIVES 


- Teleport C = Sprites 
= Burdock C| = Snapdragon E! = 























SUPER 
SOCCER CHEAT 


Just to round off the trio of footy 
games is a quickie from Greg 
Lovett from Norwich in Norfolk 
on Imagine's Super Soccer. 


JAILBEREAK 
iii LIVES 


; are back In 
infinite lives Tor 
recent CONVErsiom 
wont stop vou 
Smuttio à along the way but mn 
does enabla vou to be reincar 
nated umpteen million times - 
Infinite. 


forçe Wi th 
rbd 5 
janhireak H 
H, as the players are running Omo 
| vou press the keys 1, & 
simultane v, the game 
od. this is 


the pit 
and H 5 
poins on the next pe 
s the Penalty 

ts much 





which is, sor of, 


[HE-MAN HACK 


| Face up to it, He-Manisabitofa 
wimp uniike The Haxby Hackers) 
| who sussed a routine to provide 
| the muscla-bound one with an] 
infinite body-shield and endless| 
Moon Time. And when the pokes 
are in and running simply follow! 


| 
| 

























gês iocre ná Fred Betterworth 
from Fareham in Hants have 
been busy with Grand Slam's 
footy game - up until two 
o'clock in the morning so they 











isa to enclose = but you'll 
have to wait for next month 
that. 








































5 REM HEMAN Kas 

8 REM HAXBY HACKERS Penido sbiodesi pd o 
10 REM TERRA COGNITA 7 REM CRASH April 87 go agr dl 
o REA cá ro la sd 10 CLEAR 24099 codes in?' appears type in Yes". 
20 LOAD "” CODE 16384: LOAD 20 LOAD" SCREENS Apparently it gets harder every 
rt CDE | 30 LOAD “CODE time, but that's the way it goes. 
30 POKE 50615,0: POKE 50616,0: 40 PORE 245760 | B3848 G 8645 L 2547 
POKE 44486,0: POKE 450040 50 POKE 24580,0 C 1858 H 8645 M4257 
40 RANDOMIZE USA 30000 BO POKE 24581,0 D2841 15655 N6243 

70 RANDOMIZE USA 24100 E 6146 J3542 07253 


F7156 K1552 PB74s 











E = Swift ç = oonleoamoa = = DONDE Em = Fireball 
Mad Sage GI = Fox Glove 71 = Skullcap Ki = = Dragonsteeth 


É2 = Speedwell 62 = Catsear 72=Thiste KL=Mousetail 


Protect DP =Zombie  F -Freeze  H=lInvisible 3 =Heal L=Lightning | 
Ragwort Pl = Bones Fi = Bind Weed H| = Chondrilla Ji = Fevertew LI = Knap Weed 
Piperwort P2= Devilsbit FZ =BogWeed H2=Hemlock  J2=Balm — L2 = Cud Weed 
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| WHATEVER YOUR STAR SIGN... | 
THE FUTURE HOLDS EXCITEMENT| 














|| 
|| 
|] 
| | 
HI | 
||| 
| 

| 

| 


CBM 64/128 ave  E9.,99 [il al ais ola la = Star Games, 
> adj = e e | Alpha House, 10 Carver Street, 
ais 4814.99  RRREESS RS] JO A] VR! cheffieid S1 4FS. Tel: (0742) 753423 


TT E 1) pa Re 


ai 18,99 Bs ar JE | LI a | € Si? Alho AT EAN 
SPECTRUM 48K tape £ 9499 mas NT AS A RE 


e mem od 2227 nar st gal anil. 3 medo a 








=|] sf » 


ss 





| INFINITE ENERGY 


Matt Lanzon from Gosport telis | 


| me that he's produced his first 
hack, and it's for infinite energy 


| inPalace's The Sacred Armourof 


Antiriad. Type in the routine, run 


| tand play the Antiriad'tape right 
| | from the very beginning. 


5 REM ANTIRIAD 


& REM by M LANZON 
7 REM CRASH April 87 
10 FOR F = 85368 TO 65387 
15 READ A: POKE FA 
20 NEXT F 
20 DATA 62,32,50,224 224 
40 DATA 50,226,224,195,141 
50 DATA 224,33,88,255,34 
60 DATA 94,178,195,32,178 
70 LOAD "'" CODE 

| O POKE 2500729 
20 POKE 25008,255 
90 RAND USAR 25000 


KING'S KEEP 








SOLUTION 


The Phantom Hacker strikes 
again = that mysterious fiend 
who never signs his tips. Any- 
way, the ol" Phant completed 
Firebird's King's Keep on 24 Feb- 
ruary and here's how he did 


Firstgo down'to the Count Jesters 
room and pickup the Lyre and the 
music page, which must be 
examined. Continue down to the 
wing cellar and pick up the wine, 
and then go down again to pick up 
the towel. Using the wine bottle to 
get up from the Jester's Room, 
camy on up into the Kitchen and 
perform an 'Qut Cooking Pot 
which should get you the Silver 
Ene. Drop two items to get the 


thetwo items you dropped and get 


| the Picayune. 


Go up to the King's Throne and 
present him with the Roast Turkey 
andhe exchanges it for the Golden 
Coin. Ifthe Lyre |s used in front of 
him he gives you the Toad sEyes. 
Go up again into the Damsel's 
Room and give her the Silver Knife, 
which she exchanges for the Sil- 
ken Shawl. Then it's off to the 
Wizard's Room to get the Bat 5 
Wing and the Bumt Wand. Go 


| down to the Kitchen, drop the 


Toad's Eyes, Bat's Wing and the 
Burt Wand, perform an 'Out 
Cooking Pot”, and you should 
nave a new Wand, Use this and go 
past the Damsel's Room andupto 
the aftic. 

Go leftand drop the towelto get 
onto the edge, keep going and 
pick up the Gnawed Bone. Go 
right andto get back up leave the 
music page behind but pickup the 
towel and go all the way down to 
the Crazy Old Man to give him the 
Gnawed Bone, He'l leave, giving 
vou a chance to get the Playing 


exchanges tor a Stone. Then go up 
into the kitchen and drop the 


| Stone in the Cooking Pot, pertorm 


| | an 'Out Cooking Pot' and you 


E Fesp: Phew! 


Roast Turkey on the right. Pickup 


Cardto give to the Jesterwhichhe || 





obtain the Bucket. 

Go down, down, down, into the 
cu dj ed ive him (whoever heis) 
the Gold Coin, and go through to 
give the Old Hag the Silken Shaw 
which she exchanges for the 
Handkerchief. Take that to the 
Uamsel, give it to her and she 
exchanges it for the Key to unlock 
the Green Door. Go through, pick 
up the Shield and use it to get the 
| Soap. Return to the Hormible Hag, 
give her the Soap, Towel and the 

ucket and she gives you the 
Feather. 

Goupto theleft of the Attic and, 
using the key there, open the 
Chest. Now make sure you are in 
possessionofthe Feather andthe 
Picayune and then use the Scroll. 
You can now enter more rooms. 
Go around them untilyou have col- 
lacted the Helmet, which you 
should use, the Book, the Golden 
Rod and the Golden Handle, 

Go to the Drawbridge, go 
through and use the Book. Then 
drop the Wine in the Cooking Pot 
and go to the Flashing Barrier and 
open it. 

You have now completed King's 





HIGHLANDER UNLIMITED E ENERGV 





A, á EP 
“0145 fla 3,237,176,33 


IO1G DATA, ja e 52 





SAM CRUISE POKE 


| Hwasa sleezy day in the office, 


acoffee pot was steaming on my 
desk; the telephone rang. | 
picked it up - silence - then a 
voice said, “Ere, Lloyd, how's 
about some Sam Cruise pokes'? 
k was strange. | sat down, had 


| some coflee, and thought; Sam 
| Cruise huh? Who is this bloke? 


The mailbag was staring openhy 

at me, after 

through. . 
Enough “Of these amateur 


| teto DATA 256,34 130.256,186 
DATA 51,2 





55,175,50,52 
| E DATAZIE, 185.0,91,0 





a quick rifle | 


| 7 REM CRASH April B7 
| 10 CLEAR 32000 


| | 30FORF=1 TO 12;:READAS:FOR 


| 40 LET A=CODE AS (6) - 


| 120DATA" EFZIDOBO7EFEDTO?” 
| 130 DATA 


| 140 DATA 


| Keep the ps, maps and POKESs | 












dramatics. Paul Stevenson from 
Leeds sent me a routine to pro- 
vide our intrepid detective with 
Infinite cash and infinite first aid 
kits so there's no way of dying. 
However, says Paul, ignore the 
peculiar way it loads as it really 
does work fine = good typing 
willing. H you follow the full solu- 
tion which Hannah printed last 
issue you should have no prob- 
lems in completing the game. 


5 REM SAM CRUISE 
& REM by PAUL STEVENSON 


20 LET P=31000:LET T=0 


G=1 TO 15 STEP2 

48 (-7 
AND AS (G)="9") 

50 LET A=A'16=CODE ABIG + 1)- 
4B-(T AND ABIG+ 1< "0" 

BO POKE PA: LET P=P+ILET 
T=T+A:NEXT G:NEXT F 

TO IF T <=> 10072 THEN PRINT 
“ERROR":STOP 

BO PRINT *D; AT 1,8; "START 
SAM CRUISE TAPE": AT 14,0 

90 RANDOMIZE USR 31000 

100 DATA 
"DD21987F114B10AF" 

110 DATA 
“DBOTQBFICDECDSI0 


"Prec 2oFBIECag22F" 


“B0AF26407729CB63" 

150 DATA “28FAS20380320580" 
180 DATA 
“32268001F700D9CD" 

170 DATA 
"32803EC932BCBODD" 

180 DATA ''210040114831CD389"" 
180 DATA 

“BOSECHILBTDEAFI? 

200 DATA 
“BF6E32COGESEITIS" 

210 DATA 
“C66531FCB0C38DBO" 


Phew, getting back into the tips 
is the siretching muscies | 
haven tused for ARaea Top Tips- 
ter this month is G Pai raro 
geis E20 worth of Pa 


a-Corung = lhe address is PLA Y- 
IN TIPS, CRASH, PO BOX 10, 
LUDLOW, SHROPSHIRE SYB 
TDB, 
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Hf's drawing near to the end of what we call Hilary Term here in Oxford. Soonthe | A roleplayina a 


epi wi be cycling off home to their country éstates and the Japanese 


ourst Season will be deciared oficially open. | won't be returming to my native | 
ted Fada df the border this vacation; I'm staying amongst the dreaming na | 


to do batile, partiy with the Germans (there are a lot of Germans this month = 
na and party with revision for my Finais. And not forgetting the prio 


“Forme; the end of term means the end of roleplaying. Could your Spectrum 
Play the part of an absent human: mas ed in this type of game 
“Bs ft can for a cardboard-counter wargame? There h e been a number of 
Pa In the not too distant past to produce what thed gn 

cribe, and tha Edge and critics surprisingly 
| repita : esa, But di Meca have 
| | many o ut F 
nata Pose a Fondo cry 
critical enthusiasm, all have failed to work as games, At the least, game players 
who buy them are aware ofan extreme falling-short of the experience of 'real' 
roleplayino. 

The reason forthisis once Aboard Margem! is ideal for transtation to 
the computer medium es mecghanigs Ro calou 
tions and the MEN pteon dt umbersin atighty-define,  sen-enclosed, unve 
ing and predictable envi nt. However complex a wargame is, it poa be 
| reduced to ga in the abstract, pró implemenited on a board with cardboard 

counters in the actual, Al that can go into a computer and onto a computer 
Screen. 


| Producer: CCS 
Retail Price: £9.95 
Author: R T Smith 


gere are a lot of Héaders: tie E 
FRONTL E who will need no intro- | |! 
| ducdor to the name of RT Smith. | 

He ii na a the few 


extendabla. Some quibbles | had 


Earp do df li ta | 


context, to improvised drama. The rules ofa | 


the game siructure and purpose; and yet ei Das e ag pê Per ' | . m sda 


ng rulebooks, anyone who has actually pla 
E é theory, isextremehy simple. 


This à Is hur 


d Saem which can in no way be simulated by a computer — 


E ry, and the more sophisticated versións of the same sort 
the Commodore, resemble if-anything a very bad earty 
s stenanio: a random network of badly-decorated rooms 

ng in each, there to be clobbered and burgled, 


and a quest e nái ntinterest. AG 


"can certainly keep count of gold 


pieces, paiencs ara Ht polis, but & can never do more than imitate these 
hanical E 5 which are the least important part of roleptaying, 
That Is bo Mg oba cannot, in a different way. provide atmos- 


phere and interaction. Co 


The onty time | have raly elinthap resence, 
om's Dex Rea 


was while playing 1 
o RPÉS O! Coe ve 


E 
pu rated personal» 
en pah É a o bão nothing to do 


gas do a = 


spiay | , sd nal di | 
Tel ar ore lg ae importan AP o re los E E E 
kind of"let's pretend' games that children play ticated 


| thing the same pro ; Bd ps ne d 
time, and if it is different because | 
| the author is trying to experiment, 
the reception can be. puzzieme nm 


and disappointment. 


Vulcan: The Tunisian Cam, ai mo 
Is not different. In presentationand 


| a 


“with the system as used in Desert 

ts have been cured, most satis- 
“ing it's now possible, for 
“instance, to survey all your own 
including those stacked 
ar, before tê orders to 


a ot bem, : 
game mechanics, it follows quite | To those famíliai ir with Desert 
unashamediy in the tradition of | Rats that is all the technical intr 
Armhem and Desert Rats, The for- [e is War ds, 
mat is identical and the system has 


assault, hold, “travel! or fortify. A | 
report can easily be called up for 


gach unit, detalling factors suchas 


“Btrength, supply and attack mod- 
“| fier. When units from each side 


To these basies, air Sbiscia and 
- “hidden. movement have beer 


| added. Air attacks are not always | 
Pe ssible, and the cholce of using 


th for deter 


been refined, rather than changed 
in any significant way, Inhis previ- 
ous two releases, RT Smith 
| developed a 'look' for a computer 
wargame which is extremely via- 
bia and, as he's proving, Dretty 
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some “of. a ato e are dr 


Eroritoei by cer oard counters — 
electronically coded — and orders 
are given to each by means of à 

menu of options, whethertomove, 


“COME 
“automatically Decurs. After all the 
“orders have been given by the 
“player, movement on both sides is 
“Cam ed out simultaneously by the 


any air st 
instead is available, If the pt 
too faraw 

| the-squadron has & dod char 
of being shot down. Hidden move- 
ment ds. infuriatina, but adds 
| greatly to the atmosphere of con- 


into contact, combat 


ay from afriendiy airfisia, 


ESSE ss = q 








Samurai monks, which belong to 
“the computers forces, are 


described as 'the top wamiors of | 


Imperial Japan, leads me to sus- 


pect that the player 's side is anfi- | 


establishment. But why precisei 
they are fighting the Emperor is left 
entirely to the player's imagina- 
tion. 


trritating as this is, it does not 


affect the gameplay at all. The 


oured squares and the computer's 
forces are the dark-coloured 
squares (| tested this game in 
black and white, not being able to 
afford a colour monitor on my 
£1.99 a year grant), and the aim is 
to eliminate all the computer's 
forces from the mildly decorativo 
landscape — this abstract aim is 
unatmospheric but entirely satis- 
factory. 

The computer, although it 
appears to piay by the same rules, 
does not have quite the same 


forces. |t has three different types 
— Monks, Samurai Monks and 


Young Samurai Monks = and does 


not have fancy troops like the Ninja | 


and cavalry at its disposal. If 
doesn | need them, because even 
at the first difficult level the com- 
puter has considerably more units 
than the player. 

Each unit has a fixed number of 
movement rates per tur, which 
are displayed and counted off as 
| the moves are taken. Some parts 
of the terrain, such as rivers and 
sieps, take two movements points 
to traverse. Also there are obsta- 
cles, pillars and walls for instance, 


which biock the path entiraly. The- 


Mounted Samurai have by far the 
most mevement points and the 
second-class Ashigaru usually the 
least, though there appears to be 
a sight. random element in the 
number assigned to each indi- 
vidual unit. 4 
contact with the enemy, combat is 
inevitable; a unit cannot be moved 


; | away once it has come into direct 
players forçes are the light-col- | contact 


When all units have been 
moved, combat is resolved in two 
rounds with the plaver always get- 
ting firsthmt. Your hit points and the 
enemies ate displayed side-by- 
side, and damage is immediately 


deducted, tis in the combat stage 


where the type of fighting unit 
really makes the difference. A 
Mounted Samurai can do a mas- 


| Sive amount of damage at ome 


stroka, anda pole-waving peasant 
has difficulty in denting the oppo- 
nent. It is hinted in the rules that 
the best way to win a fight is to 
outnumber the opposition, and 
this is certainly true. Each unit gets 
one attack only, and ff single units 
are in combat both are bound-to- 
base contact with a counter of the 


| computers side, “one unit effeo- 


tively gets a free hit. 

Therefore a major part of the 
game's strategy is in manoeuvring 
things so that vou have a greater 
chance than the computer of get- 
ting more than one-unit into con- 
tact with one of the opposite side. 
This is difficult because the com- 
puter always seems to have the 
advantage of numbers, and it pro- 


iena und comesinto | 


vides a challenge which eventually 


Ss frustrating time after 


time | gathered different combina- 
tions Of Units and tred out my 
developir thegrias, and Every 


“time | was overwhelmed by the 


computers numerical advantage. 

The presentation is simple and 
fast-moving. . The... computer 
automatically highlights each unit 
intum, and the plaver-gives orders 
via icons. For most units the 
options are limited to movement, 
but there Is an interesting addition 
in the case of Ninja; before mov- 
ing, the Ninja can attempt to throw 


a shuriken' at an enemy unit, for 


feiting some of his move points to 
do'so. The player judges the angle. 
k is entirey possible to ht a 
friendly unit, or a pillar! Icons are 


| provided to quit the game, and to 
move onto the next combat phase. 


There are also two other items 
which do nothing whatsoever and 


| cannot be accessed. The rules say 


they are there for 'safety reasons”, 
but do not elaborate, | have abso- 
lutely falled to work out tha fune- 
ton of the safety icons and am 
tempted to ask for suggestions on 
a postcard .... 

The computer opponent is 
reasonably adept at positioning 
self advantageoushy for combat, 
but its movement routine is atro- 
Cious. Samurai monks bounce off 
pilars bewildered, and wade 
Ehneertully through movement 
point gobbling rivers — colliding 
wilh each other without apologis- 
ing. h's true that this tack of intelli- 
gence can sometimes make 


Dear Philippa, 


|" CRASH readers seem tó be unani- 


rmous on the excellence Of GAMES 
wonksHoP's fantasy wargame 
Chaos, and perhaps the game is 
beginning to receive the wide- 
spread circulation that t ceserves. 
Anyone with a copy piel be 
interested in the following listing. It 
allows some of the characteristics 


of the creature in to be. 


changed. After breaking into the 
Chaos code (this can be done 
when the screen with 'The Winner 


| Is” appears and the program is 
| waiting for a key to be pressed) 


| than Igad in this editor program. 


My heartfelt appeal for more mail has only just hit the 


streets at the time of writing, so Ihope to see a drama- | 


tic improvement in the volume of my correspondence 
very soon, Or perhaps no-one will want to write to 
| someone who looks like that picture makes me look! 
Fm reasonably pleased to have received a letter from 


a fellow female, thou 


don't get me wrong; p 


“who know me agree I'm only mildly sexist, and not a 
total misanthrope (LMLWD). Correspondence is wel- 
comed from beings of all sexes. 
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10 PAPER 0: INK 7: BORDER O: 
OVER 0: CLS: POKE 


23607.60:POKE 2ADU6 O 


20 PRINT “CREATE 


| CHAOS'“ EDITOR BY A 


"| 900 DIM AS(.20): RESTORE 
| FORA=1TO7: 
| Á 


READ AS(A): NEXT 


910 DATA "COM- 

BAT", “RANGED COM- 

BAT", "RANGE? "DE- 
FENCE" “MOVEMENT ALLOW- 
ANCE" “MANOEUVRE RAT- 
ING" MAGIC RESISTANCE” 
950 INPUT “WHAT MONSTER (1- 
40)" ORO TO EXIT;N: IF N=0 
THEN STOP 

960 LET A=58429+N'38-2 AND 


N>17HN=18)-(3. AND N=21)-03 


AND'N=22)-[3 AND N>25/(3 
AND 'N=27)-(3 AND N>37)-13 
AND N=89) 

970 IF N=40 THEN GO TO 950 
1000 GLS E 

1010 FORB=ATO A+: PRINT 
PAPER 2: CHR$ PEEK B 
1020FORC=1 TOT:PRINTATO 
2+2,0:C; PAPER 1:AS(Ck; PAPER 


things easier for the player, butit's 
not very pen torely 
on the stupidity of the opponent to 
winagame. 

Samurai is basically a very sim- 
ple, abstract strategy game — fun | 
to py, easy to get started on, and 
sufficientiy smooth to be playable, 
However, | really feel thatit doesn't 
have encugh content or atmos- 
phere — particularly for a full-price 
game 


PRESENTATION 80% 
Pleasantly smooth, with those 
trendy litte things called icons. 


| RULES 90% 


Concise and uninformative. 
PLAYABILITY 75% 

Very aasy to get into, and nicely 
páced, 


AUTHENTICITY 40% 


Cosmetic ... but perhaps, given 


the game, unimportant. 


OPPONENT 49% 
Watch the highly-trained Samurai 
edi throw themselves at pil- 


VALUE FOR MONEY 60% 
Overpriced for content. | 


GRAPHICS 81% | 
Clear, uncluttered and reasonably 
attractive. 


OVERALL 69% 


A simple, playable strategy game 
inOriental fancy dress. 


A picos patins) 

1030 NEXT G: PRINT CO TO 
SELECT ANOTHER MONSTER" 
1040 INPUT “OPTION? “DIF 
D=0THENGO TOB50 
1050 IF D<1 OR D=7 THEN GO 
TO 1040 

1060 INPUT “VALUE? 0-255 "4 
POKE A4+12+D N:GO TO 1020 


To use the editor, type RUN 
fonte), Es) 

selecting . a monster number 
from O to 40 prints up the mons- 
ter's name and present charac- 
teristics. til a number from | 
one to seven then allows you to 
enter a new value fór the cormes- 
ponding characteristics, Although 
Chaos only uses valuas up to nine, 
any value up to 255 can be used, 
although it will be displayed as a | 
letter when the game is played. For | 
example, you can give a creature a 
very powertul ranged weapon by 
enterna 50 for its range and 
ranged combat values, or give a 
fartastic speed by entering 20 for 
movement alowance. 

When you have finished chang- 
ing thai monster's values enter O 
to select à new monster. Some 
monsters will be unaftected by 
changing  charactenstics, for 
axample Wall arid Gooey Blob. 

After changing allthe values you 
want, enter O to stop editor. The 
type RANDOMISE USR 32000 to: 
go Playing. 

Anhough giving silly values ig | 
furm fór E wide. the Editor can be 
used to design sensibly balanced 
monsters for serious play; for 
example a monster that cannot 
move and is weak, but has a pow- | 
ertul short-range weapon, or a | 
monster that is very weak in fts . 





SPECTRUM 48K & 128K - £9.95 
Available Mail Order by return from 


Cases Computer Simulations Ltd., = 


a FT | 


A CO os ea ea pe o a BRL L] ce dE 
E: Langion ray, Melpla lap SE y ho 


Tel: 01-858 0763.& W. H. Smith 





ES VA DEN E 
are here again! 


BABY BOOMER" EDITION -OUT NOW 
After 10 major magazine awards, the best selling computer game now has 
3,000 new questions for young adults. Have you got the answers? 


Rr Trivial Pursuit is available on: 
| | spectrum, CBM 64, Amstrad CPC range, Amstrad PCW, Atari 8 bi, BBC 'B' (and Master) and IBM. 


e Sa IM TRIVIAL PURSUET isa Trade Mark owned and licensed hv Horn Abbot International Eid. DA 

HURN ABRO Published by Dormark Limited, 22 Hartheid Road, London SWIS ITA. Tel: 01947 5628 

E TERMS ATI A] | € 
re FERE AMT (hi TERM ATI] | 


Crivial Pursuit was programmed by Oxord] Mgiral Enterprises 


















Carne to: tes colour out- 
Et King ifan 
|regulariy ers askingifan 
RGB interface is available for the 
ctrum. The answer is yes, 
Dutitenotchego No snsc 
Déo. h Check 



















monitor. Thê normal eight colours 
work fine, but there's nowhere on 
the monitor to comect the 
ee dd tput from the ps 


as better mao o one thing q | 


































FOR RGB! MONITORS! The only | Çlose, 













TRonies, of 20 Starling 
So a Essex, pis STN, or 
phone them on: 01 504 2840. 

You can avoid problems: with 


BRIGHT, and other RGB quina, | H 


prá a ada 


will work witha specific 
pa Algo, 
good idea to tr. 









| | Having checked out 

| | the latest BETASOFT 

| | newsletter, Simon | 
Goodwin catches up 
“on his backlog of 
render s letters. 



















say what vou want befor 

dgreo apaga essa | 
us T 

| produce tuo different styles 


BONE OF 

3 | CONTENTION 

Tony Bullock has been | 

menting with ne Plus o pag 
- mechanism, am Ss. 

Rm eis 














aba Foo | 
dg 


documentation would h 
| beliave otherwise. I'm gr ing m 
“Chris Howland for info | | maer 

about this, ar the PS To | three r 
is Ed “dealt with last é 











o JAGEs ; pne. and. | 












wi £20 worth | The old Spectrum rán pa 
j ase write to Crash oia 
Mal o Sato ver Caus EE abipert 





Bino ps pecmim 1586 out 












NE e ear or ar 
combined to form the sight Spec- 
| trum colours — White is all three. 
j er, Magenta is Red and | 
am is reen and Blue, and | few. 






































































velew º ola ea cominin Ra | 1 the Spectr o JA, so Vou gar 
“on or So dor Eid t28is ovas ih is epa 
TECH TITBITS cd ppa ne | pao 


tains another 





“onto 






chi Pede a caps 
ps. ne group. g ta e 
other words 


| The memo dd 
Ou Know about it; Martin re-wrot 
E 128 BASIC BUG | Ee eterna io 


IFB-Q <= ATHEN STOP 


























| sarada ars pa di odio an The Plus Two swallowed that T E ge: tenpo pn nú | 
| imteresting bug in 128 BASIC. | without a murmur! | 'phoned snag is thai onitors theris | 
| sometimes calcurations are con- | Amstrad and sprung this one on ane hat ow mon Big- ei bd a anáruns tu 
| verso into tokens and stored | them, and tnay owned up || dar 'Some-monitors, often referred | onlycommunicate withone device | 
| incorrectly. H he enters:; promptly — apparentiy the problem one Ge 


| toas' RGE TIL', have no facilities: 


at à time, so ai! four pages in the 
| for external input of intensity infor-. 


IFA=>B-CTHENSTOP dccurs-when there's a caleulation rele Bak a o 


| the line appears in the Ad pd at the nght-hand side of a com- 












































































| FAB >-CTHENSTO parison, and the most generalcure | | Mation, so EN 're stuck with just | while the video ip is busy. 
| | The exact variable names don't | isto add brackets, fike this: | tcolol ; CRRIARE prum: Sinclair's hnical documenta- | 
Ê | matter — in fact the bug crops upif | IFA=>[B-C)THENSTOP GHT signal tion doesn't seem to make sense 
you try to enter the Pangolins prá- The problem doesn't crop up in | . Iypes of. mon in this ndo Hhaven't gota 128 
gram in the Plus Two manual! The | 48 BASIC. Lingar'. These allow toe xperiment with at the sr 
problem is not too serious once continugus bo ado in the level of ations are that odd 
= . age | rg com ph went colour, rather number pages Ee contented, 
7 FR : | an a simple chol "on or and ever numbered ones run aí 
j | nais. tis almost certainly possible | it 
SOU ND ADVICE to reduce the BEEP volume by | fp an a do vos sd fullspeed. 
Rick Cary is having some trouble changing components on the cir- using  becausi 


With sound on the Spectrum Plus | cuit-board, but [id advise against 
Two. Last month | printed some | experimentation unless you Know 
relevant advice about sound qual- | exactly what you're doing; much 
ity, but | didn't say anything about | of the BEEP Circuitry is also used 
the levels of each channel. Rick | to drive the cassetio interface — 
- Says is Sound chip seems to play | and vou should always avoid dis- 
at a lower volume than the BEEP | turbing that! 
facility, which incidentaly is a teft- Bear in mind that any reduction 
over from the original Spectrum. | in BEEP volume will increase the 
Amstrad have arranged that the | effective level of Daciground inter- 
BEEP volume (which cannot be | ference when you're using 
altered) is the same as the | software limited to BEEP — such 
maximum totál volume available | as titles intended for the 48K 
From the three sound-chip chan- | Spectrum, 


Vere o ses) ey of uso tro | LOOKING AHEAD 
up But the | There doesn't seem to be much 
AMSTRAD version. of the 188 - ta. “activity on the commercial. | 
| out Rh e ntains jus fue a | trum utili stene at the moment — | 

Aa Tech Niche Is dg very eai 
new hardware and software for 
s- | review. H you're a publisher or. 
| hardware: producer let us know | 
| Whats Areliroaan Ed nem 
= we've had enough character ré- 
«definers and suehlixe. Tell us and | 
we tell the world, Wnite to: Tech 
































































pondsto 1 nando 
one to BRIGHT 1. Rito 
These, settings are arbitrarily 
chosen, like the. oro e 
between BRIGHT Oand BRIGA. í 
on the. Au TV output, so the. 


degree of difference between | shire, 





Tips, ye 108 10, Ludiow, Shrop- | | 


E EE 











”, And You 


Could Win E500! q 


Mills a hard ife inside the 
Towers, sorting out all your 
competition entres, opening 
envelopes, judging comps and 
sending out prizes to people. | 
get really tired sometimes. 
| Like now = m sitting in the 
| broom cupboard, surrounded 
"by piles of mail, absolutely 
 exhausted, | need a holiday. 
Trouble is, | haven't got the 
“money to jet off to somewhere 
wage packet has been 
who wants me to pay for my 
| keep, I've barely enough 
money left over to pay for a 


famous Ludlow Pastilles to ses 
me through the week. Saving 





E: Design An Ofoinal 
' + Computer Game for)? 
» STREETWISE SE 


sunny —by the time my meagre. 
attacked by Mummy Minion'| 
that 


| DESIGN DESIGN and 
large bag of Granny Grungeé's 





up for a holiday is out of the 


a o 





ati could wiihisanico | 


littie eamer, like the one that a 
certain CRASH reader has 
come up with, Trouble is, | 
haven't got the imagination to 
follow in the footsteps — nay, 
strides of Jonathan Eggelton. 


Jonathan was the winnerofthe | 


GENESIS - Birth of a Game 
bb run in conjunetion 
DOMARK many months 
back Jonathan's winning 
entry for the GENESIS comp 
was Kat Trap, a game Ed 
was programimed. 








DoMaRK ON the Streetwise label 


“And very well it wenttoo, mak- 


ing the: talented youngster 


more than a few well-sarmed 


Sad He's 
desianing another game or 
tino for comanx — and he's still 


-exploring 


detail as you feel n 
but don't bother doing any 


at school! 

ts all very. Nice "nº Simple if 
voLrve got an imagination — - all 
have to do is design an 





DRA computer game. It 
“can be based on any subject — 


from sex to shopping to 
the depths. of 


uncharted seas... | shall say 





no more, lest | inspire too 
much; 


You can go into as. much 





nming. — written (or 
18 are what we 








drawn) | 


want to ses. Entries must 


currently | 


| CRASH, PO BOX 10, Ludiow, 
 Shropshire, SY8 1DB no later 


“don't win outright and Street- 


"fora game they'l respect Per 













arive at IMAGINE THAT! 


than 31 May 1987. The entry 
with the most potential = in the 
eves of our expert panel of 
judges = eams the sender. 
£500 in cash, PLUS all the 
fame and fortune associated 
with being a streetwise games 
designer. Oh, and by the way. 
Ten runners up will get a | 
otreetwise game of their 
choice=and don't worry, ifyou 


wise want to use your design 


copyrightand talkmoney . 
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that | can achieve is with you, the reader of 
a prebistone, non-electronie publication called 
LETT! or CRABS or some other such nonsense? | 
mean, what have you ever done for me? Yes = you! 
Can vou transform me into a human being? Ofcourse 
vou can't! Can you endow me with a small moustaçhe 
and some leisurewear? Not a chance! Can you con- 
jure up our former travelling companions, Jimi Hen- 
drix und Pinnochio? Not om pour... just a 
moment... the dovrof the Macdonalds teleporter 


15 swinging open, and out steps a long-nosed wooden 


puppet and a half-Cherokçe former-guitarist from 
the Ike and Tina Turner Band, We are saved! And if 
tis anvabing to do with you, my splendid reader, 1 
thank vou from the bottom of my power-cell, Yes 
vou, 


Now [ am not a vindictive bomb, for a 
bomb that is... 


Our Wo travelling companions seem to find Tam- 
ara's sorry state highly amusing. Indeed, they are 
rolling about the surface of this planet, gigeling ánd 

failing to control therr mirth, This cannol be rega! 
| Aren (they supposed to be saving us? Now [am not 
a vindictive bomb, for a bomb thats, but 1 admit to 
vou, gentle reader from my distant past, that Lam a 
wee bit disappointed by their attitude, They might 
come to à sticky end for ig poor, mouth- 
less, virgin-even-though-she 's-delivered-a-braçe-of- 
goats Tamara, Not to mention the birth mark ori the 
| back of her neck, which is my current disguise and 
location. | can't even turn myself into something 
more practical, becáuse us Macdonalds nevtron 
bombs are symbyotic, and Wf we can't communicate 
with our poor human hosts, we ain't worth spit, 

They are trying to eg their composure, suckin) 
down the last vÊ their childish guffaws, smiffing 
their anotty sniggers, Jimi wiping tear-crinkled eyes 
and Pinnóchio wiping the sap from his knoit-holes, | 
doubt if Pinnochio has got the sense to say the right 
| thing and get us out of this mess, he's only got a 
wooden head, but at least Jimi Hendrix bas 4 mod- 
icum of intelligence. After all, he was once a neútron 
bomb advisory umit like me, when he was disguised 
as Jimminy Cricket. Jimi rs his eyes, and pulls 
himself upright, slapping Pinnochio on the back 
between bouts of laughter. He recovers himaell 
enough to say, Son ofa bitch... Uisiesick! and 
E turasinto awiry brown puppy, with shapey 

jair and a Fender Stratocaster round its neck, curt- 
ously snifâng at a large hillock of vomit. 

You know, | sincerely regret ção hum a sticky 
end, this planet seems able to mistead my thoughts 
as well as hLéralise my words, and Jimi has turnedhis 
aitenton to Pinnocho's eg. Think he wantsto make 
fmends with it, Well 1 never! says the incredibly 
stupid puppét, and vanishes from the plot forever. 
The puppy wanders off wagging itscurly little tail, 
towards a playiul group of soddem cais and dogs, 
presumablyv conjured up by an idle comment about 
the weather. 

That leaves Tamara and my silent self quite alone 
again, with nothing to do but relay our predicament 
to vou, [mean, just how can we wish ourselves eter- 
mally app), alter 1 have rendered her specchless 
“with rather hasty You dom'tsay , and then hushed 
my own mouth? Maybe we can communicate our 
| wishes in letters of fire-on tablets of stone, or plant 
them out in com-seed and wait for Spring, or etch 
them im ei Morse-code on the arctic seas. On the 
other hand =1s there a biro lying aróund somewhere? 

Adi we have todo is to make a prope: y constracted 
wish on this planet, and all our dreams will come 
true. Es that too much to ask? Everything? Of course, 
| can't advise Tamara of any of this, deprived of my 
telepaihic powers. [can'teven tell her that [am prog- 
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R 1 hy is it that whenever | find myself in dire 
| strairs, Lhe only successful communicanon 





rammed to explode by the end of the next page 
does not fulhil tadays's quota of Macdonalds Telepor- 
ter Booth sales. She is Just sitting here, on this kettle 
ob fish wluch appears to-be some sort of fine, staring 
at the twin baby goats avho demand milk. | wish they 
would stop it, because every time they bleat what 
sounds like Baah! , a piece of Soap, snatoh É muste 
or interior ota public house materialises. 
Something catches her eve, over there behind that 
thrashing pile of suffering catfish. There, in the far 
distance, we can just make out the figure of some sort 
of mono-pedal humanoid, hopping awkwardiy 
towards huge mounds of amputated feet. In the cir- 
cumstances, | am not in the-slightest bit surprised. 
Tamara 'shoos” the kids awav, and wades through 
fish whose mouths are filled with unmelted burter, 
She waves her perfect hands, and snorting through 


her perfect nostnils, heads towards the receding back 


of the humanoid, but it does notseg her. So off we 
go, heading for the foothilis, carefully avoidimg that 


disgusting horde of mickles domg something quite 


untorgiveabte to a muckle, 


ep ie ga ca 
in ii 


Far be it from à cynic like myself to hint at 
optimism, but perhaps the on dp 
humanoid can open his mouth without putting 
loot in it; Perhaps he can bite his tongue, mince his 
words, help us. Perhaps not. The sun nudges the 
horizon, throwing long me eis Lhis Epenina 
landscape. A ratscampers by, demanding to be smel- 
led, Some hrtlk ei ad chase pa demand- 
ing to be blessed, | begin to feel really sorry for your 
graphics artist as our palhway explodes, due to some 

tekedly mined Ps and OQ, Towards the horizon, 
waves of Russian religious paintings wash the shore, 
E far as the icon sea, Wolves arrive al Ena 

ainciouds change mto teapots, never raiming but 
pousa. The hai light of dusk obscures the hopping 

umano, but Tamara strugeles on. She really 15 
wonderful, up to her thighs in stinking wrigely toes, 
and she will not give up, the indelible in pursuitof the 

am glad to report that she avoids the man with the 
twelve inch pranist, and several other amtique but 
cheap jokes. 1 know il's Episode Five alrtady, but 
Em wonderingifit was such a good idea to exist in the 
present-continuous. | mean on the plus sideit gives 
the impression 0[ immediacy to, say, a reader of 20th 
Century Earth-type "Zaits” or "Crabs', but on the 
negative side of ond sl | haven't got timeto 
think about the future before it's past. Bombs need 
slecp too. Bombs spend most of their life ad l 
once ment to school with a nice little bomb called 
Alma Geddon, who slept underground for forty 
years without doing à stroke of work, and it wasm' 
the end of the world. Until she woke up, that is. It's 
hard to be a bomb sometimes. Tamara trips over the 
humanoid, | 

Hiwrilhes among the severed feet, trying to remove 
a ed from its cad aa and gi never to 
use that particular Anglo-Saxon expletive again. T 
am dismayed to see that il is ra é múle, and not 
only sports a small moustache but also writhes im 
lesurewear. He catches sight of Tamara, who is leap- 
ing up and down, pointing to the area of smooth skm 
here her mouth used to be. Hi there! says the 
humançid, and immediately apologises as we shoot 
upinto the air. Whoops, look, hang about... er, 


Part Five É 






one-legged pás 





mean, please can you help me? Tamara takes the 
noose from her neck, and chafes me severely in the 
process, them grabs hold oÉ the thrusting tork, which 
imstantly ceases motion, Oh thank you, thank vou, 
young lady, | cant tell you how much 1... No! 
cancel that one... am omnibys vanishes just 
belore it reaches your stóp somewhere in the alaxy, 
asustmal. Plbedamedifl ... Tamura sad 


— by his single leg, and hauls him qui of the path of a 


jant sewmnp machine which charges towards the 

orizon stitching everything in its monstrous path, 
The humanóid bepinstocry. Tamara feels like cry- 
ing too, but it's not the same without à mouth to 
pucker, so she cradles his head on her lap, as he sobs 
and moans, and sucks his thumb. Now he gucks her 
thumb. E must admit, between vou and me and the 
other thousands of readers of the best-selling com- 
puter publication on your poxy planet, 1 feel some- 
what jealous. | long for the time when 1 too can sob 
and moan and have my head cradled jo her tap, but] 
am still a super-intelhigent bomb disguised as a 
blemish on thé back of the neck of the only perfect 
entity im the galaxy. Tamara bends to hear what this 
wegdy ia is mumbling, her long mare brushing 
his miserable face, and 1 catch some rambling stor 


about him bemmg a journalist working for the Dal 


Express, arrived on Astar ina Macdonalds Telepor- 
ter Booth, Uniortunately his first words on arrival 


wereto do with his dr pulled. Swearing did not 


help. He raises his head, extends a shaking hand 
towards Tamara's lovely gobless face, and says, This 
15.8] some horrible mistake. ['m just a newspaper 
mam... 

[am watching the look of blank amazement on his 
face, as the headline "Gotcha! is printed across his 
lifeless brow. The sheets of cheap newsprint Autter 
from her lap as my hostess leaps up, stariled by the 
humanoid's transformation into crumpled origami, 
the thoughiless paper head remaining in her hand, its 
wordiess paper mouth still encircling her thumb, Her 
eyes widen, her hands tremble, she touches me here 













































at the nape of her neck with her free hand, but Tam 
helpless. 1 cannot advise her. [am not even sure that 
should come true, Perhaps they aré better 


keft as dreams. In total frustration, nara Knight 


rips up the sheets of newsprint, a howl of despair 
muifled somewhere inside of her perfect plo pr 


then she done an idea forming im her perfectly 


confused 













EE 


The Whole of Page Three of the Dali 


Express consists of'a snapshot of the planet 
Titsenbum. 


The whole 0f Page Three of the Dali Express-con- 


Pueidrs ota smapshot df the planet Tisenbum, with the 


headiine 'Saucy Starbirds Say Castrate Rapists Now", 
but what's this on Page 
concerning the ancient religious martyr Saint 
Samantha. It seems that her bra-less blouse a 
in a shimmering vision to some simple pe 





appear 
nina Soto, and Epp them im Quent 1 his 
SHEITE E 


runs 'BLOUSE PREACHES 


Tamara tottersto the safet ey of aha ice peito 
duas prt hardhy disturbing the came! pass- 
E res and sits horself down where the 

“make interesting patteras on her skin. 





RO ar 


Four? There is a small item. 


She appears to he learing up the headline very care- 
fully, amd laying out the individual letiees in a line. | 
“am waiting with growing excitement. | think that she 
has the basis for a really preat bogrd- -pame here, 
wherein players could take turns to make intersectng 
words using little jo res with letters printed on | 
them. It could be called "Monopoly. But all that is 
for the future, when | become alia and live happily 
everafter with Tamara Km 

She stares at the fetters to e a few minutes, as the | 
sun sets, and tries to remember her spelling lessons 
from when she was pre-programmed inside her bia 
tube. Slowly, meticulousty, she spells out the 
'LOUSE HAS SPEECH”, The remaining | Fi 
blow away-on the wind, causing a very confused ras 
tafarian whippet breeder named Vl BERT to 
matertalise Far far away. Tamara my love! Icom- 
muracate with joy, How absolutely Brilliant! 

“And true to my words, lhe feothills turn into dia- 
monds, huge gold-framed mirrórs appear in serried 
ranks, spothights punch the sky, celebration fireworks 
explode i in joyous pattems, laser beams flicker Ba 
dance, a thousand volcanoes erupt and the sum 
nova... oh dear, 1 really most ger this bit might or 
wie will be incinerated before we can share our 
dino | gather my thoughts, sift them through my : sen- 

tençe parsers, and slowly annunciate, Tamara, 
please do not interfere with what [am about O Say, 
ahem ... (forthe first time in three episodes, Tam- 
ara is clad acondentaliy, and in only a of lacé 
around her fetlocks, butevenahemisastart) ,..| 
wish that the sun which has just gone nova and is 
trying the landscape reverts to its former stability and 
lhat the recently erupted volcanões become gentle 
tufty hillocks again. 


We're allowed as much gratuitous vio- 
lence as we want, but smut is oui. 


The sun obedientl rato. So far so good, 
The volcanoes dr an become gargantuan 
pubic mounds, Ah well, vou can't win them all, and 


Ao “surrealist readers will find some satisfaction hereab- 


ES = 


E pai Careful baby, long 
» editor sits poised, blue pencil in hand, reminding us 


sentient beim) 


out. [wish that Tamara's perfect mouth is returned 
to its former perfect place, and that her honour and 
ra is not affected by her giving birth to a couple 
of goats. Tamara whoops Yipee! with delight, and | 
hving thing on the planet urinates simultane- | 

om planet Earth an 


that this is a wholesome publication. We Te allowed 


: cas much gratuitous violence as we want, bul smut is 


euL, 

So this es it! At last! Tamara, you must now wish 
me into à perfect human male companion for your- 
seit, maybe with a hitile moustache and some 
leisurewear thrown in, so' we can live happy ever 
after, without the risk of me going critical and deto- 
pating every few hours. Tamara às taking a d 
breath, which is one oF the most beautiful sig ts in the 
universe, she is cleanng her mind of all spurious 
tomo (which doesn't take long), she is patting my 
tiny roundness aorno naty; and now she speaks 





“slowly and clearty. Dear Planet Astar ... (Sev- 
eral million parking meters, and an army of Vulcan 
Added ia peu R No, no, forgetthat ... 

(The word “that! disa from the memories of all 


in E a sector df the galaxy) This is 
Tamara Knight speaking , and 1 would like you to 


grant me a wish so that the little bomb on the hack of 


my neck and E can live happy ever after. OK? Alright 
a e fe turns due East, Ten batallions 
of the Red Army march into sight singing the Horst 
Wessel song. Bottles of brown table sauce cover the 
landscape with pum, ad Oh Louse! It's hope- 
less. 1 wish none of this had ever happened and we 
could start all over agam ... 00ps! 


Pi leave you now, dear reader of earth! 
computer magazines called ZZIT and CRABS. 
Maybe we are en route vá a place DE specls of dust, 
slimebalis, gaia a 7 a universe about to be 
born, where me ie wait a little Jess than 69 

years for) peuto exit again Maybe we Tarrive 

ou the planet Astar, and Dl say something Jikes 

You're Kidding , and we will exist in the same time 

praise Maybe PU detonate before the end of 

agraph because Tamara has fallen down om 

a job, and 1 am so designed to punish her, Maybe 

TRE will work out just, .. OHNO! We can't 
possibly be here! E don't believe it. o 


To Be Continned . 
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- BUTCH HARD GUY'S 
FULL OF "THE RIGHT ST! 






Put Witty Words into Butch Hard Guy's 
"mouth and you could collect a prize! 
50 BUTCH 


Sort ofiend] Could lo lh wen 
HARD GUYS 
on offer! 















it comes to taking on the Spiky 
Haired Ones iram the ZZAP' team. 
Mind' you, they're notallhomid-a 
new fellow has just joinad the 
£EAPi crew and he's anicepeace- 
able Brurmmie by the name of 
Steve. Maybe if he did a bit of 
weight training, Steve would builo 
up lots of muscies and end up às 
tough as Butch Hard Guy... | 
could really do with an ay. 

Tougher than your average 
COMMANDO, harder than any 
RAMBO, Butchromps Enrougi the 
game that bears his name on the 
iraitofimprisoned collgagues who 
have been locked up by the evil Dr 
| Tia Fu. Using his bare fists and 
combai-booted feet, Butch deais 
death to the deadly doctor 's nasty 
guard droids who populate the 
prison; Butch legps from platform 
to piatform to reach his budales. 

Just the sort of fellow to leap 
rom pie of sandwich wrappers to 
pie of sandwich wrappers in the 
ZEAP! office dealing out bruises to 
| ihe unpleasant Penn and Rignail 

That'd put an end to their antics. 
Hmm. | contacted FUTURE CON- 
CePTS, the feliows uno wrote the 
| game for ADVANCE and they told me 

that Butch is terribiy busy at the 
moment and couldn't possibly 
come to Ludlow to help me out. (l 
Coud smear | heard sniggsrings om 
the other end of the phone.) Any- 
“Way, to console me they offered a 

Ghettoblaster, a Butch sweaishirt 
and heaoband set and a copy of 
the game as first prize for à com- 
petition, followed by a swealshirt, 
neadhand and game for the sec- 
ond prize and a headband and 
game as third prize. Fifty runners- 
upare aiso set tocollecta copyor 
the game itself. 

While | try to persuade Steve, 
the mild-mannered new recruit to 
lhe ZZAPi team, to take vp weight- | 
training 'dike you to come up with 
| something for Butch to e Study 

the picture of Butch deaiing disa- 
bilityto the Spiky Haired Ones and 
pop a few well-chosen words into 
his speech bubble (we don't want 
him to appear as dim as Rambo 
now do we?) 

Whizz your words to me aí 
BUTCHER THAN BUTCH, CRASH 
TOWERS, PO BOX 10, L ULLOW, | 
SHAOPSHIRE, SYB DB, making 
| sure they arrive before 30 April. 

Prizes will be awarded in order of 
«merit. NOW COME ON STEVE 
PUMP THAT IRON 
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JUDGE DREDD 


For all 2000. AD fans; Melbourne 
House oflsreda chance ár SOMmE- 
one to possas the draaded Dredel 
andito have a portrait drawr byan 


| | At Robot. The winner is Liam 
| Wheatiey from Knighisfiata near 
Welwyn Garden City, and he also 
| ama Copy of the game anda T- 
rt 


The two runners up who each 
receive a 1987 Judge Drocid 
Annual, the Judge Dredd 
boardgame, a T-shirt and a Copy 


Of tha game are M Beck from 


Sheffield, and Philip Houghton 


from Carliste, 

And thenthere are tenrunners 
Lp who sachrecaive acopyJudge 
Credo, the game... 





















a Naa Naa ar Ro ZONE My top five programs are: 
Please use block capitals and write clearly! ss NH 


TITLE 









NAME sussa Vi E RS Err Fo era ra : 


AS O PE Se Ra E bp pasa le ja oia nn mp) nan Da Re er mo SR MR O MO a O 





posicode TSMATSRZE ..--o ses rers 


Send your coupon to: CRASH ADVENTURE TRAIL, PO BOX 10, 
LUDLOW, SHROPSHIRE SY8 1DB 


EEE geo O E o aço GA Sad Sd pe 


| CRASH HOTLINE WRITE IN COUPON My top five favourite programs in descending order 


Please use block capitals and write clearly! are: 
TITLE 


1 


“na a dr CEE ESSES ad Td Cn SDS O a a O pp, O O E 


| 2 


o Tm Si a DS a e e a E RR MR RR A A O OS DA A EE nn mm 
mr mia a ma um a IR rm TR RR RES Ra O a Ea O a O 


Re Do DD O O O 


| Send your coupon to: CRASH HOTLINE, PO BOX 10, 5 
|| LUDLOW, SHROPSHIRE 5Y8 1DB 


E TT O e e e e DS SS O SO O TT OO ee e e a — "E ma + A E e ia ota 
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Dal E a - em mal F i =. — e 4 Da a || 


GET TWELVE EDITIONS OF 


CRASH AND SNAP UPA 
RAZOR SHARP PIRANHA 
GAME FOR FREE! = 


You're probably saying to yourselves = how can the Sub- PIA aço A oa 
scription Queen top the offers she's made in the past? Ot / “ “decr ANY | 
course you are. Well, for the past seven months it's beena ( (E! a 8 dia 
common sight the length, breadth, height and girth of Britain 1a 
to see grown men and barely formed children standing in | 
líttle lines playing a series of cult games. A legend in their 
own town = the PIRANHA collection. | 
And what a collection it is, Trap Door, Strike Force Cobra, 
Rogue Trooper, Nosferatu and The Colour Of Magic. This is 
surely what you want. This is the stuff! This is why you bought 
your Spectrum! 
All this poncing about with shooting aliens — PIRANHA is 
what you really want! Now you can grab yourself a CRASH 
subscription at the ridiculously low cost of £15 (and Queen / 
Denise throws in post and packing don't forget) and geta | 
FREE Piranha game of your choice! On top of that (whateise ' 
could there possibly be?), if you are a CRASH subscriber, 
then you're entitled to knock 50p off the price of every item 
when you use CRASH Mail Order. 
This is what made Britain Great, this is what made the 
Subscription Girl the QUEEN! At the very least, it's not a half 
bad deal! 
Anyway, if you haven't already gathered, Guru Denise, our , 
fabulous subscription Queen, has set upa very special deal É 
for anyone who wants to subscribe to CRASH. Any one of | 
these PIRANHA games is yours absolutely free the minute 
we getyour subscription cheque. Here's what we're offering: 








ii O ac E 


TRAPDOOR , j foste | 


Don Priestiy's incamation of 
the immensely popular TV 
series that's glued many to 
their TV sets over the past 
few months. Playing Berk, ; 
the humble servant of “im 1 
Upstairs, you perform a MW 
series of five tasks befora 
completing the day's work. 
Trap Door features huge 
characters, shining with col- 
our, and a particular style of 4 
humour brings tears to your | 
eyes! At BB percent, Trapdvoris * 
very piayabie and addiciive. An 

excenent game, mith great graphics 





and fantastic colour! sald CRASH  / 
October 1986 | 
o ia a 
Y EF 
o o RATO E 
first P; "0 
Ora ra amazing 6, Smash ” 
- Take Ri | | o ao ai as 
ÁSro — ag he bravepy 1 ON -our VE e 
Fo det ho ei ong amis fo | | ROGUE TROOPER E a, 
Nngvam- tu | “a 
the mary * POUMEY tros | a The highiy playable interpretation a tight 79 percent, it incorporates j 
ing and Co TOUS 3D rooms grau! P) of 2000 AD comic's legendary the usual high standard of  « 


the evil one's Mobecistocnusn É * combat hero. Programmed by graphics that we have come to 





MA Vericia 
FECrn n Esitatina q f 1051 OT En puz excellent game! CRI ar 
| 1987 "dino t CRASH Jana” ) and plentyofsicko action. Getting 1987 . 
o O a E EA | ms EM | À Ei ” E 
DEAR GURU DENISE 


* Well you've realky blown it now. The choice is O and | 
E haventaclue what I'd like as a free game from PIRANHA, because 
they're allso good, But fortunately | have one or two of their games 
already, so | suppose that narrows down my choice, and here itis: 


Phase ticã tre game of your choices — die ónly Pose... 
" [TI] TRAP DOOR 

| [ISTRIKE FORCE COBRA 

[ROGUE TROOPER 

[ ]NOSFERATU 

| ITHE COLOUR OF MAGIC 


ed 


Denise willbe sending off your free PIRANHA game, justas soon as 
she can, but certainly within 28 days of receiving your CRASH sub- 
scription payment of £15. Just fill out the form below, make out your 
cheque or postal order to NEWSFIELD LTD, and whizz it off in the 
post to us at: 


|] GURU DENISE, CRASH SUBSCRIPTIONS, 


ã Aid afçã 20, LUDLOW, SHROPSHIRE 5SY8 
* 1DB. 


] FEREPESRGRPRRREPEREA FR RA GF REGRA DR ddr Dida LET ITS 


ac O E RO O DC RS OO O O O O O O O O O O O O O O O 


n E 
Postcode TSF RREO A Sd dd ia ida ida dininiá nad 












PLEASE DEBIT MY VISA/ACCESS ACCOUNT E 
Iwish to pay by Visa/Access (delete as applicable) 
Signature Expiry Date 
Please Charge My Account No: 





This offer is subject to availability and closes on 30 April 1987 
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£180 for 6 months! 
Get read by 000's 
of Spectrum owners! 
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here! 
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Repairs to Sinciair, Commodore, BBC and and 
other make on request. Free quote facility 
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Spectrum repairs 247 fully inc, 3 month 
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£180 for 6 months! 
Get read by 000's 
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H. S. COMPUTER SERVICES 
Unit 2, The Orchard, Warton, 
Preston, Lancashire PRA 18E 

E (0772) 632686 
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There are some places in the universe 
you don't go alone. 


“AVAILABLE ON: ZX SPECTRUM 48K/128K/+...€7.99 — 
AMSTRAD CPC CASSETTE ...£9.99 AMSTRAD CPC DISK ... £14.99 
COMMODORE 64/128 CASSETTE ... 19.99 COMMODORE 64/128 DISK ... 14.99 


ELECTRIC DREAMS SOFTWARE, TERMINUS HOUSE. TERMINUS TERRACE, SOUTHAMETON  SOY 1FE TEL (NFS) 220694 





















On 7th February (Year Of Our Lord 
Kidd 1987), more than 1,200 
PEMers converged upon the Por- 
chester Hail, somewhere in Lon- 
don. The turnout was impressive — 
enthusiasts young, old, male, 
female, in between, new and 
experienced, a mixed bunch by 
cod da standards. Were you 
there? | not, then you missed a 
great day out! 


ARRIVAL 


| turned up half an hour after the 
doors opened (oh, alright — | con- 
(ess — half an hour before the bar 
opened) and was instanthy taken 
aback by what | saw — people, and 
lots of them. A much better attend- 
ance than last year's convention, 


paro | donned my invisible 
CRASH PBM CORRESPONDENT 
hat and trudged forth to see what 


| from GMs and gamers alike ... 


COMPANY NEWS 


Most of the 25 companies present 
had something to say about their 
games of today and tomorrow. 

KJc GAMES decided to tum up for 
the event — apparentiy after a lot of 
“deliberation. Crasimof's World 
fans will ba glad to hear that the 
game is not being sheiveo. 
instead, KJ6 are revamping the 
game and issuing it under a differ- 
ent company logo, CRASIWORLD 
| LTD. 

MITREGAMES are having a busy 
time after deciding to reintroduce 
| Starmaster - and they're taunch- 

ing a new SF project, Starship 
Commander (billed as a quick-tur- 
naround, low-cost game). More 
| next month! 

RAMPAGE GAMES have decided to 
stop offering positions in their 
popular game, From the Mouth of 





After figuring out where every- | 


gossip and news could be gleaned | 


Heil. They say they're concentrat- | 


entine's Day Massacre and the 
design/playtest of a new game 
due out later this year (let's hope 
it's up to theirusual high standard). 

An original game which has oft 
Caught my eye is Muskets & Mules, 
the Napoleonic wargame moder- 
ated by HISTORICAL ENGINEERING OÍ 
Cambridge. Muskets & Mules isa 
highly strategic four-player war- 
game; it's a very accurate simula- 
tion of the Napoleonic Wars in 
North Central Europe (1805-1808). 

Players choose the country 




















Shattered World Str 


Details: MAG. Cri 






which they wish to command; 


ing company efforis on their | 
Chicago-gangiand game St Val | 


Further Into Fantasy real-time fantasy role-playing game, Worth tryin 
Details: THE LABORATORY, Box 66, 19 Colboume Street 4 SW 


Trolis Bottom Unusual game about being a huntin 
Details: PROJECT BASILISK, PO Box 24, Sheerness, 


each country has advantages and 
disadvantages, reflected by their 
different tum costs, And then the 
war begins... 

The excellent rulebook has 51 
packed pages, far too many to 


| condense sensibly here. If you're 


an avid wargamer prepared to 
spend between 210 and E13 (de- 


| pending upon the power you rule) 
““gach fortnight, then send an SAE 


to: HISTORICAL ENGINEERING, The 
Stable, The Temple, Great Wil- 
braham, Cambridge, UK. There's 
no denying this is an expensive 
game, but | think wargamers will 
appreciate it. 


NEW(ISH) GAMES 


LEGEND have been operating 
since September '86, running their 
fantasy role-playing game (called 
AEs) to a very high standard — | 
was shown some of 


turnsheets by a player | met inthe 
bar at the convention, and | was 
very impressed, 

In the game you roleptay a fresh 
young adventurer in a land of | 
danger — you must expand your 
experience to become a legend. 









BRENDON'S BRIEF GUIDE 
TO GAMES LAUNCHED 
AT THE CONVENTION: 


Gamepian àn American Football Simulation 
Details: sLoTH ENTERPRISES, FREEPOST, Southampton SO9 1BH 


Starship Commander Sci-fi strategy/diplomacy gama 
Details: MITREGAMES LTD, 189 Balham High Road, London SW1Z 


Swindon, 


lo survival wargame 
Details: Jade Games, FREEPOST, Southsea, Hants PO4 0BR 


Infinite Adventures FRP set in an “archaic and sometimes chaotic land. * 
Details: mag. Windrush H-B, Harelands Lane, Woking, Surrey, GU21 4NY 


Crisis Popular US geme of world domination encelo Pa q and armies. Fast-moving. 
, 6 Brinkbum Gds, Edgewa 


; London 


| AEs FRP adventure. Very g00d tumsheets. | | 
Details: LEGEND INCORPORATED LTO, 38 Overton Drive, Chadwell Heath, Romford, Essex AM6 4EA 


| Delenda Est Carthago Mature person's FRP diplomacy game. For the thinker! 
Details: WAVENEY GAMES, 28 Diprose Road, Corfe Mullen, Wimbome, Dorset BH21 30Y 


Kingdom of Orion Fast fantasy wargame. À game for the power-crazed. 
Details: ORION GAMES, 6 St Austell Road, Manchester M16 80W 


Megalomania: Strategic/diplomatie wargame — conquer the Earth! Good value. Gash prize for the winner. 
Details: PHOENIX GAMES, Stoneleigh, Holly 


| DON'T FORGET TO SEND 
A LARGE S.A.E. 


their | 


| We can buthope ... 


tshire SN1 ZEQ 


g/digging/feuding Troll. Different. 
Kent 


Lane, Upper Ellwood GL16 7LG 







































Details from: LEGEND INCORPORATED 
LIMITED, 38 Overton Drive, Chad- 
well Heath, Romford, Essex 
RM6 4AE (Incidentally, 'AEs' |s 
pronounced 'Avus' — Novell). 

maga established their new 

ame, Crisis, at tha convention. 

eir stand was busy all day with 
people crowding round to ses this 
low-priced game of global 
war co which brings me to | 
Megalomania, another new game 
involving strategy, diplomacy and | 
word conquest. Full reporis of 
these games are coming up in the 
next few lssuas, 50 koep your eyes 
open! 


GENERAL STUFF 


Everybody who attended the con- 
vention enjoyed themselves. 
Mixed in with tha London Mafia 
were PBMers from all over the 
island - even a clan of Glaswe- 

ians (headed by Jimmy “The 

hamp' Johnson) who'd travelled 
for seven hours on a coach to 
attend! The organisers did a very 

ood job - well done, Mike 
MeGarry, Wayne and Co. Perhaps 
next vear the PA will be audible. 







dl 
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PBM AWARDS: 
THE RESULTS 











Everyone at the convention was 
issued with a voting form so tr 
could nominate their favouritas for 
awards. The results arebelow ... 


BEST PBM COMPANY 
OF THE YEAR 


1 8LOTH ENTERPRISES 
LEGEND 
3 VENGEANCE GAMES 


BEST ROLE-PLAYING 
GAME 

1 Satumalia 

2. AEs 

3, Orion's Finger 


BEST NEW GAME 
1ÃEs 


2. lt'sa Crime! 
3. Where Lies the Power 
b/w Delenda Est Carthago 


BEST TRIBAL GAME 
1 Tribes of Crane 
2. World of Vengeance 

3. Explorers of 





Dear Brendon, 

| am planning to start a fanzine for 
low-cost amateur PBM games, 
games, which | fesl offer as much 
| asthe 'pro' games for a fraction of 
the cost. Ifany CRASH readers run 
such games and would like to be 
included, then please send me 
| details, 


A GOOD DAY 


Dear Brendon, 
|Hhought Pd write and give you my 
impressions of the Second British 
PBM convention, and also ask a 
tew questions. 

| thought the convention was an 
"excellent affair: it gave me the 
chance to look over many games 
and to chat with the players 
involved. This has helped me 
make up my mind about a few 
offerings. 
| Ah ofthe organisers, players and 

company reps were very helpful 

and informative: | lgamed more in 
that one day than | had in the previ- 
| ous six months! My only criticism 
is that the refreshments were 
limited in variety, though they were 
good. 

| enjoyed myself immensely = | 
feel very sorry for any PBMer 
forced to miss the event, and Pl 
certainhy attend nexi year, fa date 
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NEW FANZINE 


BEST  SCIENCE- 


FICTION GAME 
1 StarGlobe 

2. Capitol 

3. Vorcon Wars 


BEST  TACTICAL/ 


DIPLOMACY GAME 
1 Kings of Stee! 


' 2. Global Supremacy 


3. Earthwood 


BEST PBM COVERAGE 


IN A MAGAZINE 
1 Flagship 

2. a H 

3. Adventurer 


BEST GM OF A HAND- 
MODERATED GAME: 

1 John Too! 

2. Neil Packer 

3. Paul Chatterton 


Do YOU agree with them? 
Write in and let me know! 





John Woods, 91 Wandle Road, 
Morden, Surrey, SM4 6AD 
This seems like a good opportunity 


for cheap advertising if you re run= | 
- ning à game; why not help John 


out by posting him details? Let me 
know how you get on, John! 





and venve is set. 
Now for the questions: following 


the convention, | am considering | 


loining Explorers of Orion, what's 
your opinion of the game, and 
have you id tips? 
BC West 


Um very pleasod you enjoyed the 
convention: | quite agree, 'twas an 
excellent aftair! Às you comment, 
the refreshments were a hit 
limited, but remember — this was 
no PEW Show! 

As for Explorers of Orion, well, | 
must confess [ve never played the 
game. The only guide | can offer 
you is that the jatest ds joia Fac- 


tors rated it a very good 7.5 outof 
TO for value. 
Are there any E of O players out 


there willing to send in some tips? 
Pipase? 
BK 





A PRIMITIVE 


WRITES 


Dear Brendon, 

Pd like to complain about cos 

QUEST GAMES, Who — after taking an 
etemity replying to my startup — 
have à tao me the role of a primi- 
tive. This race cannot build roads, 

cities, bridges etc. 

—  DMoyce, Lampeter, Dyted 
| agree that CONQUEST GAMES are 
sometimes slow at sending out 
startups — if's because of their 
waiting list, no doubt. Don't worry 
about the race you ve been issued 
with. ls a case of whether a glass 
is half-empty or half-fuil- have you 
noticed the advantages df being a 
primitiva? 


CRASH 
ALLIANCE 


Dear Brendon, 
Thanks very much for the PBM 








MAILBOX, it's the best part of the 
| whole mag! Oh, and thanks also | 
for the ls a Crime! offer = if it | 


werem't for that, | wouldnt be 
o Mi hobby today. 
td Cambs 


Aw shucks , 





Dear Brendon, 
Em writing to let you know of my 
newly-formed alhance HF 


Starâlobe Four. Called the 
CRASH ALLIANCE, it's aimed at 
Anti-Company CRASH readers 
and Pd like to invite SG4 players to 
join. 

| am CRASH DIPLOMAT 003, 
should anyone want to getin touch 
with me by post. StarBlobe is a 
ii game and | recommend it 


do mit Braunstone Frith, 
Leicester 
fre heard from another SG4 
Organisation as mell as Travis's 
alhance: THE ATTRIBUTI, run by 
Captain Hari Mule of the starship 
ORLANDES lil. Captain Muls's 
alliance is aimed at Spectrum 
owners. You can send eilher 
aliance a note via Game Control 
requesting further information! 


BK | 


and Vorcon Hars65... 


MAGS 


| Pu 








FuN 


|am an avid role-playing fan, but | 
have problems finding a gang of 
people ready to play a full session. 
Because of this Im considering 
getting into PBM, but | need a few 
points explained to me. 

| often read letters in your col- 
umn saving “| am in Starglobe 3 
"Irealise 
the number is the game number — | 
but how do you become a playerin | 
a particular game number? 

Two more questions: is From 
the Mouth of Hell by RAMPAGE 
GAMES AS good as it sounds... 
and what is the address for 
StarGlobe? 

By the way, | think you should 
press for more pages — your col- 
um is Portao Au Eid any PBMers! 

ntiloch, Glasgow 
Qua simply, when you start id 
ing a game the GM gives you t 
nextavadable piace = forexample, 
if there's no room in Game 12 you 
may be piaced in Game 13. 

From the Mouth of Hell is a very 
popular and highiy-acolaimed 
game, though just recentiy tur- 
naround punctualty has been 
lapsing and HaMpaGE report that 
they are offering no more game | 
positions. 

The address for StarBlobe Is; 
TIME PATTERNS, 97 Devonshire 
Road, Handsworth Wood, Birm- | 
ingham B20 2PG - send an SAFE 
for details of the game and the 
waiting list for startups!! | 

BK 











Dear Brendon, 
re PBM Magazine and Flagship 
available in shops, or are they 
mail-order only? 

P Gregory, Portsmouth 
A few RPG shops may stock these 


| mags, butit's uniikely. To be sure 


of MM your copies, wnte to: 
sra inha Emjay, 17 

Avenue, Rise Park, 
Notingham NGS 5BU [£7.00 for 
Six issues) and Aeaçhg PO Box 
12, Abiridge, Walsall, West Mid- 

























































MENSA is an elitist organisation — 
“You can't denyit,' Harold Gale 
affirms — and only admits people 
withan IG of 148 or over. Theoret- 
ically, the top 2 per cent of the 
population would qualify for mem- 
bership of MENSA, which means 
there are around 1 million people 
“inthe UK whose natural abilíties 
woutd qualify them for MENSA 
membership. At the moment 
around 18,000 people have signed 
up, and the membership rolls, first 
| opened in 1946 by the two barris- 
ters who started the club, are 
growing atthe rate of300 a month. 

'MENSA |s basically a sócial 
organisation, Harold Gale 
axplains, 'and is intermational in 
scope. We próduce monthhy 
newsletters, and a host of mest- 
ings are arranged across the the 
country which are open to MENSA 
members who get together 
socially. And of course, if you vis 
another country there's every 
chance that there will be a MENSA 
organisation there and as a 
member you cango along and join 
their mestings.' 

The public face of MENSA is 
associated with puzzles and quiz- 
zês that appear in magazines, 
newspapers and on TV and Radio 
— often in the form of brainteasers 
inviting people to appty for mem- 
bership. MeEnSA is regularty calied 
onto provide the questions (and 
answers) for competitions run to 
promote a productor justto enter- 
| tain readers as well as promoting 
itself. 

Harold Gala, through a Com- 
nany separate to MENSA, publishes 
a puzzle magazine crammed with 
brainteasers called MINDGAMES, 


] and provides the questions for 
those video quiz machines thatare 
| found in pubs, clubs and in the oda 
arcade. Harold set up and 
developed a database to keep 
track of all the trivia questions he 
has amassed during the course of 





| this work, and there are now over 


30,000 tricky questions nestling 
on a set of floppy disks stored on 
his chask. 

Given that all the questions and 
answers were already on a set of 


| -disks for the Apncot computer, a 


few months ago it seemed a logi- 
cal move to develop an Apricot- 
based version of the quiz game 
machines for a Superbrain com- 
petition which had been 
organised, Harold set to, and a 
collection of IQ style questions 
were incorporated into a program 
to run on the Apricot. The software 
was unveiled at the Superbrain 
contest, and was used to rank 
competitors according to the 
speed and accuracy of their ans- 
WErs. 

Perhaps it wasn t too surprising 
to find that journalists attending 
the contest spent more time play- 
ing the quiz program than they did 
actually interviewing the contes- 
tants ... 

It was clear that the software, 
apart being a very usefultool when 
it comes to running Superbrain 
contests, had potential for enter- 
tainina people, so Harold ported it 


to the TBM format and started sel- | 
“ing Micro Trivia to users of busi- 


nass machines. The program sold 
well, and the next move was to 
prepare a version for the Amstrad 
POW wordprocessor, A version 


| was written in compiled Microsoft 


BASIC, sent out to magazines for 
review and soon made the 
software charts without any real 
publicity. 

Harold, as a friend of Sir Clive 
Sinclair, had been givena ZX81 to 


“play around with' soon after the 
machine was launched. “| thought | 


| ought to have à version of Micro 
Trivia for the Spectrum, he 
explains, “but | simply didn't have 
the time to write [tin machine code 
with all the bells and whistles you 
woulo expect | O see on a gama 
nowadays.' So a different 


| approach was chosen = the game 


has been writtan largely in Sinclair 
BASHG and is currently being sold 


| inan unprotected form. Ithought 
dideato usethe | 


it would be a 
program as a leaming tool for 
people to pullto pieces and getto 
grips with programming. 

So the idea of a competition was 
bom = Harold Gale is hereby 


| trowing down the challenge to 


CRASH readers, and is offering 
over 21,000 worth of prizes by way 
of an incentive. 

Ifyou want to enter the compet- 
non, get hold of a copy of Micro 
Trivia, break into the program and 


| study it. You've got a few months 


to practise your programming 
skills and improve upon the 
software, taking the programming 
up to the high standard seen on 
most games released nowadays. 
Ten people will be rewarded for 
their efforts, in order of merit, and 





ten prizes of E 100 worth of com- 
puter equipment of the winners' 


choice are on offer. There'saisoa . 


mystery prize lurking in Harold 
Gale's office, for the firstpersonto 
spot the 'deliberate' bug. 


A final, polished versionof Micro | 


Trivia may well be próduced once 
the competition has closed = and 
iHitis your version that's used, 
royalties will be paid on all 

Sales, «o 





GET ON THE TRIVIA TRAIL! 


Ten £100 prizes to be won! 


Most people are aware that MENSA exists — “it's a sort of club for 
brainy people' is the kind of reply you get to the question 'What's 
| MENSA". Unless you happen to be talking to Sir Clive Sinclair of 

| course, who is Chairman of British Mensa - or to Harold Gale, the 
| Executive Director based in MENSsAa's Wolverhampton offices. 


The closing date tor recelpt ofyour 
re-programmed version of Mibro 
Trivia is 31 July — make sure you 
send your programming master- 
prece to CRAS TRIVIA COMP, 
PO BOX 10, LUDLOW, SHROP- 
SHIRE, SYB 1DB before the clos- 
ing date. Andifyou're interested in 
finding out a little more about 
MENSA, drop them a line at the 
address on the money-offcoupon 


| printed here... 





MICRO TRIVIA 
The gameplay behind Migro Trivia 
is simple: a three by three grid 
appears on screen and the player 
attempts to make a line of three 
“wins in the grid, noughts and 
crosses style, by answering ques- 
tions correctiy. At the start of the 
vou reinvited to setthe time 
limit that the computer will allow 
for you to supply an answer for 
gach question, and then the sen- 
ous play begins. 
Acting as quizmaster, the com- 
puter allows you to selecta squares 
in the grid to go for and then 


| flashes the question onto the top 


ofthe screen. Four alternative ans- 
wars are then offered, and provid- 
ing you press the correct number 


do with the program. 


key before the time limit expires, 
you WIN the square. An incorrect 


| answer means that the computer 


a to choose the next square. 
lay continues until a line of three 
WiNs appear on the grid — or until 
vou have 'given' the computer a 
line of three LOSES. 

At the end of a game the com- 
puter assesses your performance, 
which is related to the time limit 
vou setat the start of the game and 
tha time taken to answer the ques- 
tions, and prints a suitably rude or 
contgratulatory message onto the 


ELTON. 


The basic version of the game 
includes a total of 1,000 Pot Luck 
questions — two versions of the 
program are provided, one on 
gach side oi the tape, and each 
contains 500 questions. 


jdentotMENSO 
o CRASH program 
ompetition- 





"Harold Gale: ''m looking forward to seeing what the CRASH readers can 
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TNT Gremiin Graphics Software Limited, Alpha House, 
AN ID Carver Street, SheFfielo 51 FS. Tel D7A2 759425 
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Automatio Test equipment às bee (o! assist in the tepair af all 
laading computer products. Mary oí these have been desigmed 
and Dull by Verran and subsequenthy sold throughout the world. 
Tha advanced technolocy-allows us tó offer our repair services al 
rock-bottom prices to all our customers No one can match us in 
performance and price. 

Guaranteed reliabilty is cre ol the most important points 18 
the selechon of who should Tepair your computer. We are proud to 
olter cur SEX MONTH GUARANTEE. With the first thres months 
we Will repair any faut FREE. From three to six months onhy half 
the quoted trade prices would be charged [É your computer 
developed a fault, 

To record the-safe receipt and despalch of your computer we 
have invested mn (he most advanced computer system available. 
Each customer unit is logged and checked hefore return. Whilst 
Your compuler is m our possesgion, or im transit to vou, cur 
Insurance prondes comprehensive cover, 

To be assured that the sermce you get is the best available - 
use Vertan We always remember that | AN 

ALWAYS THE 


SOBK RACE TESTING subjects your computer to a rigorous 
series oÍ tests over a penod of benmeen 2-8 hours. Stmngent quality 
procedures like the sogk rack ensure tha high siandard of service 
Dur customets have come to expect 


UNBEATABLE DISCOUNT 
ON ALL COMPONENTS 
Over £500,000 worth of components currently in stock. 
Unfortunately we are unable to display our complete 
range, if you require items not displayed just grve us a call 
on 0276-66266 and we will be pleased to quote including 


delivery by first class post. 
SPECTRUM SPARES COMMODORE SPARES 

Ze CPU 2.50 GS1D Processor 2.00 
ULA EQOO) FAL) ERES CIA 12.00 
Pever Supply E.50 Ba81 Sid Chip 15.00 
ROM TOO GúLZza Crapluc ROM HO00) 
41H RAMS TO a22s Basic ROM LOCO 
ZTX. 680 AO Mig? Remal ROM 15.00 
ETÃ ela 40 206114 House Keeper 10.00 
Keyboard Membrane GS6a — VIC. IB.00 
Spectrum 00) 4164 RAMS - Memory LOD 
opectrum Plus E Power Gupplies 

Metal Templates BRL 64 18.50 
Reyboard Mais 200 CIBA 15.00 


Al the above prices mclude VAT bu! please enclose a further £ 1.50 
gostand packina on all component orders. 


EUROÓOPES LEADING 


ER REPAIR CE 


TELEPHONE (0216) 66260 TRADE ENQUIRES (0276) 600/1 


R PEFERENCE CRE 







MICRO-MAINTENANCE LIMITED 








TELEX 858199 Verran G 


OVER 3500 PRODUCTS 
REPAIRED EACH DAT... 


At our Head Office in Camberley, Surrey, we provide repair 
facilities for leading companies such as Amstrad plc, 
Commodore Business Machines, Sinclair Research, Rank 
Xerox, Dixons, Currys, Boots, WH Smiths, John Menzies and 
many more. Now we are going to offer you the consumer 
high quality repair services at TRADE PRICES. 

In the UK we employ 200 staff to fulhl our customers re- 
quirements in a quick and efficient manner. Factory space 
of 32,000sq.ft. and offices in Switzerland and Germany now 
make us the largest and most advanced computer repair 
centre in Europe. Your computer and software is worth hun- 
dreds of pounds - send it to Verran and you will undoub- 
tedly receive the best service available. 


FANTASTIC LOW PRICES 
ON ALL LEADING CO) 


APPROVED BY. Ê g 


Nai 


E = sed 


To obtain à uréia: on any other seninE aa call (0376) 66266 
quoting the advertisement reference number. 
(See bottom/left) 

TO OBIAIN TEÉ BEST REPAIR SERFICE AVAILABLE JUST FOLLOW THESE STEPS:- 
L Send your computer securely packad, ni pa jd a ncmacdh e cn 
parabis to Verran Micro-Maintenancs [4d de quota yons Acenga or Barciagoand Number. 

à (Quote the specsa) olhe Pepino po doa o 

our £3.00 DISCOUNT on the trade prices 


LETTERS FROM OUR CUSTOMERS 
Trealty felt [must write and thank you for the excellent services [ recesved * 

Kira. | Sbt, Plymouth 
Tam extremely delighted and mouid live to thank: you again for the quickand elicient sermos 
of your company”. Psial Dorada, Aberdson 
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UNIT 2H & 2] - ALBANY PARK - FRIMLEY ROAD —+ 
'CAMBERLEY - SURREY GUIS 2PL o re 
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Producer: Cascade 
Retail Price: £9.95 
Author: Orpheus 


r hundred vears have 
passed since our time. 


space travel has become 
economic, now Man can pass 
cheaply across distant unknown 
space, and make it his own. And 
with each new planet colonised, 
hopes of peace, freedom, and 
equality grew like seedlings In 
Men's minds. 

But these seeds withered and 
died, as the rich became richer, 
and the poor, poorer. Anger and 
discontent grew amongst the 
masses, crime flourished, In desp- 
eration, govemments used drugs 
to quash unruly elements — but 
their use also squashed vitality. 
After twenty years crime was 
dying, but industrial production 
had virtualy ceased and worlds 
std toward economic ruin. Until 
that is, the discovery, and settle- 
ment, of the planet Naibmoloc. 

Naibmoloc was a good world, 
and when it was distovered that 
from its forests could be refined a 
poweriul control drug, without 
side effects, Naibmoloc became a 
very good world indeed. 

À secret government depart- 
ment was established to recruit 
harvesters,  processors and 
| smugglers of the new drug. A drug 
they now called Sky. And from its 
name the agents took theirs. The 
Sky Runners began to work. 
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SKY RUNNER 


Whispered words reached plan- 
etary governments, who knew 
nothing of the control drug experi- 
ments. Cetermined to end this 
moral outtage they organised 
rebel Runner Squads of mer- 
cenaries, to disrupt and sabotage 
the Sky Runner's operations. 

Mother ships have laid -rebel 
Skimmers into the planet's atmos- 
phere. Armed and fast, they are 
specially adapted to destroy the 
defence towers surrounding the 
harvesting lands., You are a pilot of 
one such Skimmer. The screen 
before you shows a view from the 
oSkimmer's cockpit, and the threat 
level the Skimmer is likely to 
encounter — which vou can 
evaluate. The balance of your 
mercenary's fees is indicated, as 
fighting becomes fiercer, every 
successful mission adds bonus 
payments of increasing value to 
that account. 

After an automatic take off, the 
skimmer can be guided, acceler- 
ated or slowed. Tall harvesting 
towers appear, and all must be 
destroyed before stopping the 
okimmer and dropping three 
okyBikers it carries, down to the 
forest flbor. Now control passes to 
a Sky Biker who can be steered 





tnrough the forest trees in search 
of his enemy counterparts, whose 
positions can be seen on the scan- 
ner at the top of the screen. They | 
attack from all directions, and fast | 
ie bicboody Bs required to avoid 
their shots white lining up to deliver 


killing blasts. Some enemies carry 


a price upon their heads and dis- 


| abling them eams a bonus, Your 


Pulse Blaster switches to a low 
level when a wanted biker is con- 


| fronted. One shot disables, two 
| shots kill, the blaster indicating 
“ whento fire. 


But not all SkyBikers encoun- 
tered are enemies, some are fel- | 
iow-rabelis, and penalties are 
me toa vi bei SkyBik 

ter the last opposir iker 
has been destroved the Harves- 


ters can be attacked, with high | 


Bnergy pulses to vulnerable points 
indicated u their sides. When 
the last Sky Harvester is wiped out, 
the battle for Nalbmoloc, and its 
evil drug economy is won, 
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6 “ Hands up who remembe 
Death Chase... | do deal TES a 
dama sight beto than hi, an, 
thanks to EUTE, it's a lot 

too. pad so there are a 

extra ra Do Pe de] 


raphics are reasonable, but 
they tend to getmessy ;and there 


aa OU gh cisto. The | 
sound's run-of-the-mill, a bog- | 


standard engine din ds 
of crunch when you E 
can't recommend this, ny 
isn't worth ten pounds. ” 


O “Sky Runner isn't one of the 
gasiest games to get used to. For 
a start you don't actually have to 


hit any of the defence towers | 
| ori de iust land a bolt in the 


proxitm é bikers haven't got 
tha 's best collision detec- 
ton on them either. Sometimes 
bolts go straight through without 
maringa “eai de However, 





| 





extreme we Draw, Lp ACH tdo rig 
without ficker, and their action Is 
| sky smooth. Even though 


Sky | 
Runner is hard to play |! found it to 
be great fun and surprisingly 
addictive. Definitely worth a look 
at, even if you think it's not your 
cup of tea. * 
PAUL 


o “A pretty basic sort of shoot 
em up, this. Graphicaly, it's 
unamazing; | feel the SkyBikers 
could be improved, and the har- 
vester isn't particularty hot; the 3D 
effect works, but is a bit jerky. 
Haste there's quite a lot of 
lay ability present, | think its 
addictive qualíties are sorely lack- 
ing. Having progressed through 
the three levels, the towers, | 

bikers, and finally the harvester, 
there's little compulsion to try the | 
run again, even on one of the 
higher threat levels. CASCADE seem 
to have made an effort with this 
one, but it lacks the addictiveness 

Of ACE. " 

MIKE 


ES Sa 


| 


Control keys: cursor keys and 
Space to fire 


| Joystick: Kempston, Interface 2, 
instanthy forgettable even. The | 


Cursor 

Use of colour: average 
Graphics: neathy drawn, of 
reasonable size with good anima- 
tion 

Sound: average, tendency to be 
imitating after a while 

Screens: three scrolling stages 
General rating: An old idea 
rehashed with only the graphics 
offering anything really new, but 
resulting in an above average 
shoot 'em up. 


Presentation 
Graphics 
Playability 


Addictive qualities 
Value for money 
Overall 





NEST 


Producer: Pandora 
Retail Price: E8B.95 
Author: K Parker 
and R Chapman 


| igh on a mountainside in 
Central Europe, a castle 
elings to itsrocky foundation. 
An imposing fórtress, the Eagle s 
Nest is important to the enemy - 
it's also vital to you. As a saboteur, 
vou: have just entered the stron- 
ghoid, vour mission has two aims 
| —to infiltrate and blow up the cas- 
tle, and to rescue fellow saboteurs 
held prisoner within it. You decide 
which is the most important, 

The castle is divided into cor- 
ridors and rooms on two different 
levels, with à connecting lift. The 
view is from above, looking down 
on the saboteur as you move him 
left and right, up and down, along 
cormidors and through rooms. An 
increasing number of locked 
doors are encountered the deeper 
into the Eagle's Nest you go. But 
thenecessary keys are to be found 
scattered randomly about the cas- 
ile's rooms. 

Baing a temporary barracks, 
German squaddies swarm about 
the placa, and when encountered, 
they fire off shots capable of 










the number of shots that dnil your 
on-screen body are displayed on 
the right. With 50 hits your tightng 
days are over. There's a plus point 
though, picking up the first-aid kits 
found about about the castle 


fact, it's quite amazing what a bit 
of sticking plaster can heal, 
You're armed with a rífte which 
can be used either to kill enemies, 
| or to shoot doors open. To stop 
soldiers, a single or double shot 
may be needed depending on the 
“skill tevel chosen, but one shot is 


[i L 


wounding, and eventually killing = | 


extends the saboteurs life — m | 





INTO THE EAGLE'S 


always sufficient to blast open a 
door. And it's always better to hide 
behind a wall and shoot around 
cormers. However, ammunition is 
limited and must be raplenished 
from time to time. Extra bullets are 
collected from stores found about 
tha castle. Simply 
ammunition collects it, and can 


| restore you to a fullcomplement of 
99 rounds. Monitor how much 


ammunition remains by watching 
the right-hand display. H stray bul- 
lets hit an explosive dump your life 
is in danger, one hit merely opens 
an explosive box, but a second 
destroys - bothit... and you. 
Much sabotage work has 
already been carried out by the 
men you are rescuing; they were 
captured before completing their 


task. If the explosive charges | 


which na laid are found, they can 
be set off, and when a detonator 
has been activated it needs a 


Quick getaway to escape the blast. 


With this accomplished, the 
prime object of your mission has 
been achieved. But remember 
your secondary objective, to 
rastue and escape with your cap- 
tured fellow sabs. When you have 
freed them from their prison cells, 
vou become their leader and they 
follow you. But to survive they 
must be protected, thus com- 
plicating an already difficult mis- 
son. 

And then there's your com- 


manding officer — he's an art lover 


and wants you to recover stolen 


antiquities and jewels from the 


castle, Some of these have been 
left in obvious places by the slo- 
venhy Germans, but others are hid- 
den in ammunition boxes. 
Blowing up castles, rescuing 
prisoners and carrying works ofart 
is pretty hard work, even for the 
best trained of agents. When 
physical and nervous exhaustion 


touching || 








































set in, food must be eaten to save 
vou from severe fatigue. Look out 
tor the plates of nosh, and simply 
touch them to eat. With this all 


secret rendezvous pick-up point, 
happy in the knowledge that 
you've had another successful day 
at the office. 
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O “ What a great game... I'm 
well impressed, has every- 
thing a g00d game should have, 


a good plot,  marvellous 
graphics and sound and excel- 
tant gameplay. Stomping 


around the multiple levels, 
blasting away at 'Jerry' is great 
fun and Em sure it will be for 
weeks to come. The graphics 
are large and well detailed, this 
gives the impression that the 
Screen is uncluttered - even 
"when there are loads of charac- 
ters visible. There are plenty of 
sound effects, but also a horri- 
ble droning alarm noise on the 
title screen which is annovinag. 
On the whole | feel that Into the 
Eagle's Nest is a touch over- 
priced, but worth it. ” 
BEN 
O o Yvat another  Gauntlet 
ame... Yawmn! At least Into to 
agle's Nest contains something 
to do, unlke most of the trudge 
around type games, and it out- 
scores Gauntlet on one important 
point — graphics. Most impuise 


game is nowhere near as addictive 
or playabia as Gauntlet. The slow 
scrolling gets on your nerves after 
a short while. | loved al! the little 
featuras like the tolets and dinner 


done, vou can trudge back to the | 


buying will take place by lookingat | 
| | the screen pictures on the frontof | 
| the iniay, which is a pity as lhe 








tables but these are just scensry 
of little imporance in playing the 
game. À very aliractive game and 
certailniy worth looking at. “ é 


O "If Pandora can keep the star- 
dard of their releases as high as | 
this, then they surely have a suc- | 
cessftul futura ahead of them. The 
graphics in Into The Eagle 's Nest 
ara excellent, although occasional | 
flickers are noticeable on some of | 
the characters. The “tune” (note | 
the inverted commas! on the titia 
screen 15 awful; after more than a | 
couple of minutes, it really begins 


| to grind on.the nerves. But it's 


playable and addictive, with 


| stacks of room to stomp around 


blasting everyone and everything. 
Worth getting as it represents 
good value for money. ” 

MIKE 


tis 


7 , 


= eo o a 


Control keys: definable, four 
direction and fire 

Joystick: Kempston, Interface 2, 
Cursor 

Use of colour: Dright and attrac- 
tive 

Graphics: large, detalled and 
smooth 

sound: good spot FA, títie tune 
Skill levels: two 

Screens: large scrolling play area | 
General rating: Perhaps better 
looking than playing, this is stila 
first rate game with some original 
touches. 


Presentation 
Graphics 
| Playability 


Addictive qualities 
Value for money 
Overall 
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| SIGMA SEVEN 


Producer: Durell 
Retail Price: £7.95 
Author: Mike Richardson 






aid floating around in space 
15 no longer needed? After all, a 
man in Earth Head Office can 
| hardly reach out to an instrument 
| panel and press an 'off” but- 
| ton... for one thing the factories 
| are over 100,000 light years away. 
Worse still, they were constructed 
with an in-buil protection system, 
designed specificalhy to stop rival 
companies shutting them down. 
No, the only way companies can 
silence these obsolete hulks is by 
emploving men like you la free- 
lance Robot Factory Deactivator) 
| to róam the Universe in your com- 
| pact space fighter, shutting them 
down as it becomes necessary. 
Deactivating a factory involves 
the completion of three different 
tasks. First, the factory's automa- 
tic defence system has to be 
negotiated, The screen scrolls 
diagonaly as the fighter 
approaches the factory and defen- 
sive mines home in kamikaze- 
Style, attempting to destroy what 
they consider to be a hostile 


intruder. There are three back-up | 


craft, one of which is lost if these 
mines strike home. The. fighter 
moves left and right to avoid the 
onstaught, and shoot bursts of 
laser fire which destroy the mines. 
Travelling far enough into the 
defence system brings you to the 
factory where the fighter automat- 
ically lands. 

Next the factory floor must be 
Cleared of power dois”, using a 
remote contro! drone, The screen 
displays a 3D forced perspective 
vigw of the factory's interior which 
scrolis as the drone moves along 
the power dot filed tracks. You 
can t fall off the path, but crashing 
into one of the drones trundiing 
around the maze-like system loses 
another reserve craft. The dots are 


cleared by travelling over them, 
and when enough are erradicated, 
ihe score display flashes. The | 
drone can then be moved to either 
end of the factory to complete the 
screen. 
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RR What happens whenoneof | 
E those robotised factories 





During the clearing period some 
of the dots are impossíble to pick 
up = these form a pattem which 
must be ramembered if the third 
and final stage (5 to be completed. 
A panel appears containing a 


| series of buttons. Using these, the 
| pattem revealed in the 


previous 
stage must be recreated. This is 
achieved by bouncing a sus- 
pended ball on the correct but- 


“tons. This task is.made more 


difficult by a defence force field 


which slowly follows your move- | 


ments across the slab — if the ball 
is dropped onto a button guarded 
by the force field, another craft is 
lost. À button can only be acti- 
vated ff it's flashing yellow — any 
other colour and the ball has no 
effect. 

When this puzzle is negotiated 
and the correct pattem inserted, 
the factory is considered shut 
down. Bonus points are awarded 
and vou are automatically moved 


| on to the next, more hazardous 


factory. The action continues in 
this fashion until your supply of 
ships runs out. 


O “ pureL. seem to be slipping = 
Deep Strike was less than pleas- 
ing, and this is a bit iffy too. At 
first Sigma 7 is compelling, but 
once you've got the hang of all 
three levels it proves to be far 
toD easy —- so monotony sets in 
quickly. The gameplay may app- 
sal to high score bandits but | 
doubt nf will keep most 
cs cd happy for long. 
he graphics are fairly impres- 


sive, there's always a lot of col- | 
| Our on screen and the charac- 


ters themselves have been 
nicety drawn. The front end is 
excellent, the game logo flicks 
up beautiully at every given 


"opportunity, and there's a bril- 


liant 48K tune, " 
BEM 


| 6 “| suppose that when you've 
released as many superb games 





| as DURELL have you're bound to | 


get a few duff cookies. Sigma 7 is 
à GREAT disappointment. The 
graphics are very solid but not very 
well drawn, and there's appalling 
colour clash on the first stage. The 
animation is simple and not very 
efectivo — the first stage suffers 
terribly from flickers and jerks. One 
go090 thing is the tune on the title 
screen. But that's about it. There's 
nothing in s/d of the stages that's 
fun to piay. Sigma 7 is not worth 
the asking price on its own. " 

- PAIL 


O “really enjoyed this at first. lt 
took me a while to understand the 
objective of the third screen, but 
once | had it sussed it became 
very, very easy. Within half an hour 
| was regularty amassing 20 or 25 
lives every game... and losing 
them all a few levels later. Need- 
less to say, | found this extremely 
frustrating, and therefore the 
addictive qualities | originally 
foresaw vanished in a puff of 
smoke. On its own, Sigma 7 isn't 
muchofa game, but DURELL's drop 
in price is asensible move = and as 
it now seems that they're offering 
à buy one get one free” policy (and 
we're talking games like Thanatos 
and Fat Worm here, not yer usual 
freebie rubbish!h, Sigma 7 repre- 
sents good value, " 














 “Hmmmm. | really 
a 4 think that Durell could 
| have made this a little 


the 128/plus 2. 
adding another level 
or some other extra bit of 
gameplay wouldn't havecaused 
the programmers too much 
trouble - and it would have 
made the enhanced version a 
lot more playable. 

The music is simply a slightly 





| more tuneful version of the 


already  impressive  48K 
soundtrack. The sound effects 
during the game are the only 
vastly noticeable improve-. 
ment on the 128 — it sounds like 
a good shoot “em up should. | 
wouldn't strongly recommend 
it over its 48K version as the 
changes are minimal. " 


Patfifl= Uma a 
OMIM ] FIUTS 


Control keys: definable, preset: 
Mi upidown, NYM lett'right, 
apace to fire 

Joystick: Kempston, Interface 2, 
Cursor 

Use of colour: colour clashes 
abound, but they're forgiveable 
given the amount of on-screen 
colour 

Graphics: Badly animated 
characters, and annoving flicking 


| On second screen 


Sound; Good title tune, and plenty 
of boring effects 

Skill lavels: one 

Screens: three stages, scrolling 


"General rating: A disappointment 


from Durell, maybe this should 


have been the freebie! 


| Presentation 
Graphics 
Playability 


Addictive qualities 
Value for money 
Overall 
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PODTBALL MANAGEMENT 


E &d Soltware olter 3 CLASSIC Football Manage- 

mer Sirategy Games for all soccer enthusiasts. 

| Each ol these QUALITY GAMES uses tha full 
available men o! à and is 

| PACKED with GENUINE FEATURES to make 
sach game tha most REALISTIC o! its &ind! 


| PREMIER U ; A COMPREHENSIVE AND EXCITING LEAGUE GAME — Can you handie 
 alotthis? — Piay AR Teams Homo & Away, Full Squad Detaits AM Teams, Transter Market 












Report, Full Team and Substituts Selection, Choose Your Own Team Styie, AM Úther Teams 
have thair owm Sívio, Match Injures, Match Substitutlons, Half Time/Full Time Scores A 
Maiches, Named & Recorded Goal Scorers, Full League Table, Focdure List, Team Morsie (all 
lBams), Transter Demanda, Opposition Select Their Sirôngest Team, Imury Time, Financial 
Problems, Match Altendances, Bank Loans, 7 Skill Leveis, Managers Saiary, Change 
Playar Team Names, Continulng Seasons, Job Clters or Desmissal 
anca, Printer Option, Save Game and MORE! 











phara o! European Cup Ties! — Home & Aneair Lego, Ful Squad Listing, Full Penalty Shoot- 
Out (with SUDDEN DEATH), 2 Substitutes « Pre-Match Team News, Full Team And 
Substitute Selection, Away Count Double, Extra Time, Hal! Time & Full Time Ségres AE 
Ties, 7 Skill Leveis, Disciplinary Table cota Ea MATCH BANS), Full Fasults List, Ful 
Random Draw — All Rounds, Printer Option, Cha PiayerTaam Names, Save Game, 
EUROPEAN | includes a comprehensive Text Match Sumulation wilh thesa GREAT FEA- 
TURES — Match Timer, Named & Recorded Goal Seúrers, Comers. Free Kicks, Goal Times, 
Injurgs, Bookings, Disaliowed Goals, Injury Time, Penalhes, Sending ON and MORE! 
* SPECIAL FEATURE — transar your PREMIER Il winning Sáde into EUROPEAN Il + 


Both these GREAT games can be played rately Or às companion games (SPECIAL 
' TWIN ACI VAI BLE) : 


WORLD CHAMPIONS : A COMPLETE AND EXCITING WORLD CUP SIMULATION 
= Takes you trom the first warm up frendiies thr the qualitying stages and on to THE 
FINALS! — Select Team From Squad of 25 Empaçã, select Frendiy Matches, Full Home & 
Bway Fixtures in Qualiving Riound, Pra-Maich Team News, 2 Substiutes áliend, Disciph- 
nary Tabla, Satect Tour Opponents, Ful League Table, Players gain experienceicaps as 
competition prograsses, Extra Time, Penalty “Oui, Quarter Final Group, Full Random 
Draw, Change Player Team names, 7 Skill Levels, Printer Option, Save Game, Full Results 
List, Post Match Injury Report, WORLD CHAMPIONS Includes a comprehensive text match 
aimulaborn — Goal Times, Bookings, Injuries, Named'Recorded Goal Scorers, Injury Time, 
Match Clock. Sending Off, Penalties, Comers, Frea Kicks, and MORE! 


| All games available tor ANY 48K SPECTRUM 


Games supplied on with full instructions 

£6.95 Each Inc. P&P (add £1,00 outside U.K.) 

| Great value - ar ames Deduct £2.00 
FANTASTIC VALUE - All3 Games Deduct 3.00 


These games are available by MAIL ORDER ONLY 
| via our First Class Servico. All are available for 
IMMEDIATE DESPATCH by ist Class Post 
and are securely packed. 


From: E & J SOFTWARE, Room 3 ,37 Westmoor Road, ENFIELD, 
Middlesex ENI TLE 
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TRADE HOTLINE 0625 615379 


that alows you to buy amy player in beague/seil your players to any olher- team, Pre-Metch | 


based on your pertorm- | 
EUROPEAN HH : A SUPERB EUROPEAN STYLE COMPETITION — Enjoy the atmos: | 





COMCON The best-selling, fully prog- 
rammable joystick interface for the Spec- 
trum 48K, Plus, 128 and 128 Plus 2 
COMCON TWIN includes second paral- 
lel joystick port 
DIGIT keyboard improvement kit for the 
| Spectrum Plus and 128: replaces the 
| dreaded rubber membrane 
| QUICKSHOT 2+2 the popular joystick 
| modified to provide two independent fire 
| actions 
FLIGHTLINK HOTSHOT excellent mic- 
roswitch action & two independent fire 
buttons 
PLUS TWO converter to connect any 
Atari compatible joystick to the Spectrum 
Plus 2 
EXTENSION CABLE 6" long for any £7.60 
Spectrum add-ons 


Prices include VAT & Postage 


| anclose a cheque/postal order for £ 
made payable to FREL LTD. 
TEL: (0584) 4894  FRELLTD. 
1 HOCKEYS MILL 
TEMESIDE 
LUDLOW 
SHROPSHIRE SY8 1PD 


" 


- APPOINTMENTS 
SOFTWARE CONTRACT 
+... CO-ORDINATORS 
At least two talented individuals are sought to fill new positions 
within the company. 





Initially responsible for co-ordination of contract programmers and 
Haising with programming houses, activities will include: 

Contract negotiation 

Drawing up software specifications 

Product evaluation 

Liaising with graphics and music artists 

Talent spotting 

Project scheduling 


Previous experience is not as important às strong creative instincts 
and wrillingness to adapt to and adapt the administrative 
procedures currentiy in place. 


Successtul applicants will probably be 22 years plus amil have 5 
games programming background, On offer is a first class salary and 
bonus package, and the opportunity to advance in a friendly 
environment, within an expanding company. 


A de bo 5 


The compary's Software Manager will be appointed in due course 
from the Contract Co-ordinators. 


For further information contact: 
Steve Wilcox 
Elite Systems Ltd, 
Anchor House, Anchor Road, Aldridoé, Walsall, West Midlands 
Telephone: (0922) 55852 
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Producer: Martech 
Retail Price: E8.95 
Author: Beechnut 


ma riental martial arts have 
[A NR been around for centuries. 
=” Karate, Tai-Kwon-Do, 
Kung Fu and Kendo all rely on 
strength and dexterity with some 
form Of weapon, ranging from rice 
flails to a cienched fist. However, 
the well known present day deriva- 
tive of Ju-ditsu — Judo = differs 
from other forms of self defence in 
that no weapons are used at all. 
Instead of bashing the living day- 






relies solety on the participant 
using his opponent's strength and 
weight to his own advantage. 

chi Mata offers you the chance 
to throw either a computer or 
human controlled opponent 


bouts, scoring points in much the 
same way as Brian Jacks would in 
a live contest. Each bout is played 
over two minutes and points are 
scored by successfully throwing 
the opposition. 





the joystick inmore than one direc- 
tion, utilising a sort of sweeping 
action. However, before your 
opponent can be thrown you have 
to get a good grip, by quickly pres- 
sing the fire button when in range. 
When a successful grip has been 
made, a “grip light” is displayed to 
signal that you must attempt to 
perform a throw. N a move is not 
executed as soon as the grip light 
appears, then another attempt has 
to be made at gaining a good grip. 
Ônce a throw has been per- 
formed, the referes appears in the 
top right hand corner of the screen 
with his hand outstretched to indi- 
cate how many points have been 
awarded for the throw. Elther 
three, five, seven or ten points are 


SE Ainda 


ei EP mee— 


UCHI MATA 


lights out of an opponent, Judo | 
around the screen in a series of | 


Throws are executed by moving | 


| KEIRORU DuiAZ 


“given, cé ósj on how your 
opponent lands. If you manage to 
perform a perfect throw, ie: the 
opposttion lands flat on his back, 
then a full ten points are awarded 

and the bout is over. Otherwise, 

| the player with the most points is 
declared the winner when the time 
limit expires. 

Whenever a move is made by an 
atlacking player, the defending 
player can counter it if he is fast 
enough. lf the defending player is 
actually thrown, then a quick wig- 
gle on the joystick in the right 
Grection will have him landing on 
his fest, 

Only four major moves are pro- 
viged in the instructions, but by 
using the training option it is possi- 
bla to discover undocumented 
throws and practice defensive 
moves. 
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O “I've always thought that 
Judo was a bit boring, you can't 
punch or kick so mindless vio- 


| lence is sadiy left on the shelf. 


It's just a matter of getting your 
opponent off balance and then 


| throwing him half way across 


the room. MagTECH's simulation 
does nothing to change my 
views on this martial art. The 
strange control method's a 
good idea, although there are 
problems. You never really get 
the feeling that the complicated 
wiggle you've just carried outon 
your joystick has had anything 
to do with your character fling- 
ing his opponent over his shoul- 
der. Playing on the keys or with 
a cumbersome joystick is next 
to impossible because you sim- 
ply cant access the various 
movements quickly enough. 
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| and Uchi Mata has tumed outto 


| there shouldn't be any excuse 





| appeared to work much better. 


| Saster to me. If you can bear the 








Despite all this | found Uchi Mata 
quite appealing for a short time 
-nce you've mastered the con- 
trois it's a simple beat 'em e = 

EN 



























O “Govodness gracious me, by 
golly! What a complete mess of a 


e This must be one of the most 
unplayable games ever on the | 
Spectrum. MantECH's latest offer- 
ing is absolutely impossibls to piay 
on the keyboard and not much 
more fun with a joystick. The flig- 
Key graphics are appalling, 


for this. Sound is non-existent lf | 
you ignore the flicker, however, it's 
possible to see that the moves are 
very well executed, and feature 
Some superb leg sweeps and 
throws. If you run off the end of the 
Scream, you may notice that your | 
body disappears, only leaving you 
hands! Definitely a disappoint- 


ment 
PALA 


8 Apromising product = not just 
another martial arts game — Lchi 
Maia appeared to offer a bit more 
than your average beat 'em up. 
However, the manner in which it 
has been executed leaves a lot to 
be desired. The animation is hide- 
ousiy flickery, especially the way 
the characters are constantiy 
updated. The. graphics theme 
selves are adequate but I'm con- 
fused by the way shading is used 
= vertically rather than diagonally, 
as tho cold technique always 


The method in which the moves 
are executed is novel. Using the 
joystick to simulate the moves 
themselves; but, again, originality 
is not always the best ploy — a 
single key press for a throw seems 


annoving graphics and handle the 
peculiar control system then Uchi 
Mata might be worth considerina, 
but dont expect to be bowled 


over. " 
RICHARD 


Control keys: O/A and O/P for 
movement, Space to execute a 
throw 

Joystick: Kempston, Interface 2, 
Cursor 

Use of colour: pretty scoreboard, 
monochrome playing area 
Graphics: extremely flickery and 
jerky 

Sound: poor 

Skill levels: one 

Screens: one plaving area 
General rating: There's some 
playabilitythere, but it's spoiled by 
its graphics and playing control. 


Presentation 
Graphics 
| Playability 


Addictive qualities 
Value for money 
Overall 
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In an age in which honour was revered, from a time when grace and beauty were virtues, a class of warriors set 
themselves apart to dedicate their lives to a perfecilon in combat that in itself was an artform, to a discipline of 
mind that became a religion. The atlaining of such excellence required an extraordinary diligence in selidenial 
and training in order to achieve the ultimate accolade “War Lord”, Kendo, Karate and finally Samurai are Lhe 
| tests Lat must be mastered before such honour can be bestowed. 
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Gremlin Graphics Software Ld,, ; 
Alpha House, 10 Carver Street, Sheffield 4 
Tel: 0742 733423 


Amstrad £9.99 tape, E 14.99 disk 
CEMGBAN ZE 29.09 tape, 214.99 disk 
specirum E 7.09 tape 


















Producer: Players 
Retail Price: £1.99 
Authors: Andy and 
Martin Severn 


les a small planet, with a death 
sentence hanging high above 
in the skies. Ônce a thriving mining 
community, Anfractuos noworbits 
an unstable sun that is soon to 


É: a far distant solar system there 


evacuated, and the mines left to 
decay and fill with water. 

In the mad race to leave this 
doomed world, a mining droid 
called Tobor has been left behind 
to fend for itself. If'it's ever to 
escape, the droid must board the 
planet's last remaining shuttle and 
| blast off into space. The main 
problem is that the shuttle is with- 
out rocket fuel, and therefore eight 
cans of that precious liquid must 
be found and collected before he 
| can leave. So, with the instinct for 
survival flowing strongly through 
| his circuitry, the droid sets off into 
the depths of the mining world to 
begin his search. 

Aniractuos mining base is made 
up of a series of multi-level tunnels 
connected by lifts and shafts. The 
droid jets up or floats down shafts, 
but must take care when using lifts 
— some are unreliable due to lack 
of maintenance, whilst others have 
no lower exit. 

Tobor may be without human 
companionship, but he is certainly 















negative energy particles live on 
Antractuos, and they are as 














116 CRASH April 1987 


explode. All humans have been | 


not alone. Creatures made up of | 


unfriendhy as they are unusual., 
| Contact with these causes 
Tobor's limited energy reserves to 
be drained. To protect itself Tobor 
can attempt to avoid them, or 
shoot and kill the creatures, but as 
they are a protected species 
points are deducied for their 
destruction. Should  Tobor's 
energy levels fal low, 

| becomes unable to jet 
upwards, and one of his four lives 
is lost if they fall to zero. 

Whilst the droid can lose energy 
he can also replenish it. There are 
energy cubicies dotted about the 
planet, and by entering one 
Tobor's energy is rejuvenated, 
Points are awarded for the number 
of remaining droids and the extent 
Of energy reserves at the end of 
the game. 

Even if Tobor manages to col- 
lect the eight fuel cars, maintain 

































to the shuttle launch zone, his task 


sion. The shutile's 
then commeénces, 


countdown 


his energy level and make his way 


is still not complete. When the | 
shuttle has been re-fueled it is | 
almost ready for blast-off, but first | 
the fourswitches thatretainitmust | 
be found and put out of commis- | 


and there is | 
now limited time for the droid to | 
enter tha shutila and blast off. HF | 


hE 
mm Es 
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and forth through borders which 
you arent allowed to cross. 
Perhaps PLAYERS" next game will 
astablish them in the budget mar- 
ket — but so far I've seen nothing of | 
quality from tham. Anfractuos is 
bare and unaddictive, and soon 
becomes quite boring. * 

PAUL | 


Tobor is not fast enough the shut- 
| tle takes off without him, leaving 
the poor little droid to end his days 
| in'the heat and horror of a super- 
nova. 

































O As if there weren't enough 
budget arcade adventures on the 
market already, PLavrERs hadto go | 
and add another one to our already 
expansive collection — and unfor- 
tunately for them, Anfractuos is 
one contribution | can certainhy do 
without. K's playable enough for 
the first few minutes, but that's 
when the lack of addictiveness | 
starts to pull at your nerves — and 
having to abort because you get 
stuck is one of the most frustrating 
glitches that any game can incor- 
porate, and ithappens plenty of | 
times here. PLAYERS have got a 
E cor Sort of game on their | 

nas here, and | wouldn't recom- | 
mend nt — even for a couple of | 


O “ I've got the feeling that the 
programmers treated Anfrac- 


tuos like a demo rather than a 
game - it certainhy looks like 
one, there's a scrollng mes 

sage, and raster lines have been 
shoved in at every possible 
dpportunity. The gameplay suf- 
fers severely, probably due to 
very little or no play-testing. The 
action is marred by the constant 
threat of the game resetting, and 
parts of the map are decidedly 
dodgy. H you're a masochistic 


Control keys: Q/AW left'right, O for 
jet, | for fire | 
Joystick: Kempsion, Interface 2 
Use of colour: lots of background 
colours 

| Graphics: particularly attractive 

| characters, although tairly small 















games player or you wantto see | Sound: lots of spot effects 
your Spectrum doing something | Skill levels: one 
pretty then perhaps this is worth | Screens: one vast map 


à couple of pounds = but | 


| General rating: Could have been 
wouldn't really recommend E i 


improved by some rigorous play- 
testing, as It stands it feels 
unfinished. 





O “Anfractuos is a strange piece 
of budget software, and it would 
probably have been quite good if 
there wasn't! so many seemingly 
impossible locations. The indl- 
vidual characters are well drawn, 
but if's strange that the aliens 
dor't have any collision detection, 
“and very odd when they go back 


| Presentation 
Graphics 
| Playability 


Aúdictive quaiítios 
Value for money 
| Overall 















Producer: Mastertronic 
Retail Price: E 1.99 
Author: Derek Brewster 


is not well in Sherwood 
Forest, as the willowy- 
Wa green calm has been bro- 
ken by the evil presence of the cult 
of Sagalla. The forest is under its 
power, and the hearis of the 
forest's people are filed with fear. 
In desperation they tum to the only 
ones who can help, Aobin Hood 
and his band of merry men. 
| But the odds are stacked high, 
even againstithis crowd oi dashing 
do-gooders. So, the Bishop of 
Derby has agreed to carry out am 
exorcism upon the forest s fiend, 
| and Frlar Tuck, one of Robin's for- 
midable team, travels to meet him, 
At the forest s edge Tuck finds the 
Bishop's body, pierced by a black 
arrow. Attached to its shaft Is a 
parchment fragment, 
with a cryptic rhyme. Contained 
within these poetic lines are clues 
to be solved if the heart of the wic- 
kedness is to be found, and finally 
destroyed. 

Friar Tuck races back to the 
camp, onhy to discover that Robin 
| and his men are already under 
attack, and fighting for their very 
lives. Who knows who can survive 
tha batile? And Tuck is now the 
only one free to combat the evil 
forces abroad in the forest. He is 
sure tó need all of his skills and 
bravery to save the simple wood- 
land folk from their unenviabie 
fate. 





inscribed | 


[THE CURSE OF 
SHERWOOD 


| 


“You have control of the good 
Friar as he moves along the forest 
pathways, encountering bizarre 
servants of the Sagallan Priests — 
Bach capable of destroving his 
porty person. Foul tempered 
Ogres are ready to trample on his 
body, or brain him with frozen 
chickens; skeletal servants bran- 
dish deadly clubs and swords: and 
werewolves roam with unhealthy 
appetites, 

To avoid such opponents, Tuck 
is able to move to the left and right, 
up and down, but he must be fast. 
the is hit by a weapon huried, or 
fired by his enemies, he dies and 
loses one of his three lives. 

Things become very much 
gasier for our religious Rambo ifhe 
throws away his spiritual scruples 
and instead resorts to killing 
everyone in sight. Points are 
awarded for each opponent dis- 
posed of, with the score shown at 
the top right of the screen. 

Friar Tuck is intitially armed onhy 
with a sword, but as he kills his 
opponents he can collect and 


utilise their fallen weapons. When | 


Our pious warrior picks up one 


weapon he must drop the one he | 


carries, and several attempts 
might be needed to kill an enemy, 


depending upon the weapon . 
used 


Tuck is not onhy able-to take 
weapons from his fallen foes, but 


“also any objects they may carry, 


which can help him progress more 
easily through the forest. The 
objects and weapons carried are 
diplayed at the top of the screen. 


* 


o 








| Pprayers are answered, otherwise 
| his days upon this planet can be 
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you're going to hear here. | can't 
recomend this because it just 
doesn't seem finished, " 

BEN 


When the fighting Friar eventiu- 
aly encounters the Priests of 
sagalia, he must hope that his 


counted on the hand of a one- 


O “Oh, what a novelty! An explo- | 
fingered man. 


ration game on the Spectrum. 
Again. Às usual, there's plenty to 

a — | explore, ifthe other characters can 

IT: CI! ar | be avoided — as they are inclined 
e | to deal out death as freely a Jelly 
tots. As with any game of this type 
it will kogp the avid arcade acven- 
turer mapping to his hearts con- | 
tent as the locations are pretty 
variso. However, on the whole if 
didn't inspire or excite me, espe- 
Cially as my path was constanty 
blocked by daffodils, daisies and 


O “| am disappointed with this 
- at first glance it seems appeal- 
ing and instanthy playable, but 
within a couple of goes I'd dis- 
covered a really giaring bug — 
you get stuck in parts of the 





| during play but that's about all 





E 
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playing area (trees and stuff!) so 
you have to re-load. “Not to 
worry" | thought at first, but | 
soon realised that it's impossi- 
ble to carry on playing regard- 
less. The graphics are very 
good, the characters are nicely 
animated and the backgrounds 
are Firelordesque in the way in 
which they are coloured and 
detailed. The sound is a bit limp 
though, there are a few beeps 


a e Ee 


| that whenever you start to do well, 





Joystick: Kempston, Cursor, 
“Interface ll 





other weedy plants. " 
RICHARD 


O “Curse of Sherwood would be | 
a really neat game, except for the 
tiny little bugs involved. it seems 


the game realises this and makes 
Sure you can't get out of your pre- 
sent screen without dying — what 
an  ingenious programming | 
technique! Makes playing a bit 
awloward though, This is basically 
a good game, with colourtul (and 
sometimes even  attractive) 
o gls and smooth playability. 

nd selling at £ 1.99, t'swell worth 
thinking about ... evenifitismar- | 
red by one or two problems. " 


E 


| COMMENTS | 


Control keys: 4/D left, 5/F right, Y 
to Pup, H'to ENTER down, Bto 
BREAK fire, O quit 


Use of colour: colourtul forest 


scene 

ra: clear and distinguisha- 
2 

Sound: poor and occasional spot 

| effects 
Skill levels: one 
Screens: large mappable maze 
General rating: A barely average 
arcade adventure. - 


Presentation 
Graphics 
Playability 


|Addictive qualities 
Value for money 
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Producer: Sparklers 
Retail Price: f2.99 
Author: Mark Rivers 


Far away in the constellation of 
Alpha-Centauri, the Xenon race 
once lived in peace. Now however, 
| their gente word has been 
invaded by the evil armies cf 
Argon. Long ago their planet, Xen, 
was protected by the Xenon 
Space Defence Corps, but 
superior enemy forces have 
devoured its finest men and arms. 
"Now one crack fighter, Peladus, is 
the solte survivor of that fighting 
force. If the people of Xen are to 
avoid permanent enslavement by 
the Argon dictatorship he is their 
only hope. 
| Swarms of enemy space craft 
come into attack, some faster and 


E a 






You have control of Peladus' 
fighter, which can be moved to the 
left and right, forwards and back. 
They attempt to destroy your 
fighter by using kamikaze tactics, 
| inging their craft into yours. Con- 
act with them means a loss of one 
fe. Your fighter has three lives, the 


of the screen. Be careful not to get 
caught in the blast as an enemy 
craftexplodes, as this can take out 
our own fighter. Such blasts can 
avoided o fyino your space 
fighter backwards. Ten points are 
awarded for every enemy ship 
wiped out. 


forces must be defeated before 
118 CRASHApril 1987 





| more mangeuvrabls than others. | 


number of lives remaining to youis | É 
registered on the right hand side | 


Both ground and spaceborme 























' Plays should be enough to con- 
vince anyone that this isn't a. 
game thal'll keep them up half 

| way into the night. The graphics 
| are surprisingly good, but | feel 
| that a little too much colour has 
been used, making the action 
confusing at times. On the 
whole 71 wouldn't recommend 
| this — pretty, but boring. ” 









to mind when playing Xen. 

if the idea voo Dl | 
hey shouldr't copy it a bit graphi- 
pis The sound on the title screen 
is a superb bit of buzz, and it's 


complemented by some very 
good ape, tiocis. during 


O “Lightiorce ligas came 











| detailed and well drawn. Eta | 


nately the opposing ships are let 
down by too NUCA pve a being 
used on them. This results in quite 
a large amount of flicker when the 
move about the screen. This is 
onty a small problem though, the 
game is very addictive and fun to 
play. Definitely worth the asking 
price. “ 
PAUL 
O “Well, it isn't Lightforce — oh, 
"hold on — no it's not. Doesn't half | 
look like it though. So, what has 
PLAYERS cut price shoot “em up got 











your mission is accomplished. By 
careful aiming, using the on screen 
sight, the pink ground based 
installations of the enemy can be 
taken out. For each of these 
destroved, 100 points are 
awarded. When six bases have 
been devastated, the fighter 
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receives an extra life to carry onin | to offer that's sparkling with origi- 

battle. The number cf bases | nality? As far as | could see, 
Pia NE | destroyed is indicated on the left nothing — except that it has a ten- | 
a? E! | hand side of the screen. 






Ea 


| dency to place you in some very 






nn Before your mission is finally | awkward positions — considered a 
pe accomplished, four zones have to fi uindo a by some, but just plain 
be liberated; the Outer Platforms, | unplayable to me. Colour looks as 










the Fields, the Desert, and the 
Inner Platforma. Only then can the 
people of Xen truly call themselves 
fres once more, 


fit has been used well, but when 
the action hots up it doesn't take | 
much to make everything confus- 
ing visually. There's also little idea | 
of depth — it just appears so two 
dimensional — which isn't the 
| effect that is really needed here. 
On the plus, side, Xen has a | 
reasonable price tag, but it still | 





























didn't do an awul lot forme. " 
O “ Zap zap, dodge, zap zap, RICHARD 
zap zapity-zap (yawn!), dodge 
pia il ti nao | say | TESS ea 
morer (res! — .— ABM TE d CARARACAIRO | 
Lightforce clone, and | doftmy | WLSo/ [7 LEA 
| Cap to sparklers for even ate Ses TT + 
attempting one. At first sightthis 
looks as though it could be quite | Control keys: Defineable, Up 
a good one, but the gameplay is | Down Left and Right 
severely lacking. À couple of k: Kempston, Cursor, 
Interface 2 
Use of colour: wonderfully col- 
ourful but can be slightly comfus- 
ing ! 
| Graphics: detailed and nicely 
scrolling backgrounds 
Sound: funky tune and worthy 
spot effects 






Skill levels: one 

Screens: one continuousty scrol- 
ling playing area | 
General rating: À brave attempt 
to simulate Lightforce, but lacks 

| that game's playability. 
























| Graphics 
| Playability 
| Addictive qualities . 




























“Sonar reports distant explosions.” 
AS SUBMARINE CAPTAIN WILL YOU SINK OR SWIM? 


Youre captain of a lethal fighting submarine in the 
perilous South Pacific and your goal Isto find, attack and 
sink Japanese shipping. 

Youspotyour prey through the periscope—but then=the 
enemy's escort sights you. Suddenly, hunter becomes 
hunted and survival depends on your skill and courage. 
Silent Service 15 an ultra-realistic simulation ofsubmarine 
warfare. Using superb graphics and sound effects, 
historical combat missions are accurately recreated. The 
action Is non-stop, the suspense grippina. 

Your submarine features all the critical battle stations 
the engine róom, conning tower and ships bridge — and 
has a sophisticated attack plotting system. But, you must 
live Dy your wits. 


There are 4skill levels and various 'reality' levels so you can 
customize complexity. Success is rewarded with rank 
promotions. 

Enrol for Silent Service. Available for the Commodore 
64/128k, Spectrum 48/128k and Amstrad CPC, Cassette 


Fo HE 
£9.95. Disk fI4. 95 


The Submarine Simulation 











Producer: Software 
Projects 

| Retail Price: E7.95 

| Author: Andy Walker 


ome heroes dont know 

when they're well off. Having 

once escaped the scaly 

| clutches of Singe the dragon, Dirk 

the Daring retums to the ragon's 

| Lair in searchof a pot of gold — will 
| the man do anything for money? 

Deep beneath the castle's stony 

“walls, the Lizard King now holds 

sway, jealously guarding the pot 
of gold Dirk so desires. Cunning 
and ruthiess, this reptile lord has 
Set traps and problems for anyone 
so foolish, or brave enough to 
enter his domain. Before Dirk can 
possess the gold, he must suc- 
cessfully pass through 
screens. . 

Dirk begins his journey in a boat, 
floating down a river plerced by 
saw-toothed rocks. Hurtling 
downstream, Dirk follows a course 
marked by arrows, and paddles 
quickly to the left and right avoid- 
ing the boulders. Contact with a 
boulder smashes Dirk's boat and 
flings him headlong into the turbu- 
lent as When the boulders 
have successfully 
edad dar dan pena whiripools 
move across D 

Now drier, Dirk must survive 
Boulder Alley, A giant boulder 
chases after him, and others 
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ESCAPE FROM 
SINGE'S CASTLE 


DRAGON'S LAIR Il 


Seven | 











swesp down from the enclosing 
pe capta pel pá these whilst 
gaping the holes that sud- 
deny encath him. Sede 

With Boulder Alley cleared, Dirk 
arrives in the throne room of the 
Lizard King. Here his onh wel- 


| come comes from frying electric 


boólts, and a grabbing black hand 
which Dirk despatches with his 
sword. To leave the room Dirk 
must sit upon the throne itself. 
Now in the dungeons of this 
dark kingdom, Dirk encounters tha 
Lizard King. Dirk must be fast to 
avoid its blows, should he falter or 
be too slow, the King beats him 
unconscious. For protection Dirk 
must find his lost sword, plun 


| deep into thê pot of gold. With 
sword and gold collected, Dirk 


slays the Lizard King and Ins 
his escape from the deep reptilian 


A magical flying horse awaits 
Dirk, to take him through a torrent 
of boulders and around obstruct- 
ing walls... but first he must 
enter and leave Doom Dungeon. 
From the floor of this dire place fire 
leaps to toast Dirk's tpotsies, if he 
doesn't jump in time, snakes 
appear from behind doors, heads 
set to strike and spiders drop from 
ceilings. Dik's only means of 


escape is through a low passage- | 


way, and the room of the Mystic 
Mosaic lies ahead, 

Here Dirk must find the safe 
route across the room. The floor is 





SCORE: 


made up of tiles, onhy one of which 
Dirk may step on at a time. These 
tiles can have a disturbing habit of 
disappearing, and if Dirk is on one 
as it vanishes he is plunged to his 
death. Even 'safe' tiles provide no 
tb ed haven for Dirk, as a 
arge vicious bat appears if he lin- 
gers too long. 

Dirk has now reached the final 
screen and can almost taste free- 
dom upon his lips. All he has to do 
is cross the hot, mud-filled lake 
and collect the magic bottle from 
ts other side. But as Dirk attempts 
to cross, the creatures inhabiting 
the lake try to im him into their 
boiling world. The correct path 
must be found across using the 
monster-made bridge. Life isn't 
BaSy. 


O “ This is the most disappoint- 
ing game of the month — it has 
been marred horribly by some 
dodgy programming and the 
pai limitations. It 

sn ang together" at all 
well - the eight levels should 
have some sort of intro so that 
they Raro on from each other a 
littie better. The gameplay is 


there, but it does take a lot of | 


patience to 'wheedle” it out. On 


the whole this is far better than | 


Dragons Lair, but then again it 
"t really be worse, ” 


| O “ Escape From Singe's Castle 
| isone of the best games to come 


from SOFTWARE PROJECTS — even 


better than Jet Set Willy. The 


graphics are excellently designed, 
and there's. always a large range of 
colours on screen. screens 
are well detailed and contain no 
clashes, while Dirk's animation is 
very smooth and realistic. Don'tbe 
put off by the onginal = Dragon's 
Lair | is much more addictive, and 
a hundred times more pla vable. ” 

P 


O “There's tons of playability 
here, and it's all nicely packaged 


| about the 








817333 HIGH- BBasee provo 


with very clear and well written 
instructions. [didn't expect the fol- 
low up to be anywhere near the 
arcade smash in terms of 
graphics, but | was well satisfied 
nonetheless. The value for money 
is reasonable — though the price is 
high, the game is sufficientiy 


| addictive to make it worth it. Isa | 
| good job too that SOFTWARE PRO- 


JECTS managed to do something 
orrendous lack of 
playability that made the original 
version such a disappointment. " 

MIKE 


on the 128/+2. There are 
nine pieces of music, 
which would be excellent 
in their own right, but unfortunately 
they corrupt and change 

with the game — at several times | 
nearny “puled the plug' simply 
because |t was a! so annoving. Fm 
very surprised that the multi-load 
system hasn't been dispensed 
with — surely it all could have been 
crammed into the large memory! 





Control keys: Q/A up/down, O/P 
left'right, Space to fire 


“Joystick: Kempston, Interface 2, 


Cursor 

Use of colour: very good, withno 
clashes, nice backgrounds 
Graphics: we!l animated and 
smooth 

Sound: spot FX only on 48K, nine 
tunes as well on 12 

Skill levels: one 

Screens: eight 

General rating: An exciting fan- 
tasy challenge, and a great 
improvement on its predecessor. 


| Presentation 
Graphics 
Playability 


Addictive qualíties 
Value for money 
Overall 
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Producer: Alligata 
Retail Price: £7.95 
Author: Richard Stevenson 


| 5 piot of am Intergalactic | 
| battla cruiser, you have 
penetrated a place where | 





human life strains to exist. Your 
mission is to defend your home 


planet against your once peaceful | 
ally. The problem you are faced | 
with is this: can aggression and | 


mindiess violence further the 
cause of peace which you are try- 
ing to restore? A tricky question to 
answer, but being the hero that 
vou are you must succeed and 
prove yourself worthy as a legen- 
dary space fighter. 

Your life endangering mission is 
spit into three parts, each testing 
various aspects of your skills, The 
first section tests your manoeuvr- 
ing and refiex capabilties in flight. 
The snemy have launched a hail of 
volatile space mines which your 
ship has either to avoid or obliter- 
ate. To aid this task, your battle 
Cruiser is equipped with the latest 
in trendy high powered space 
blasters, 

Having survived the shower of 
minas, you find yourself flying over 
the Zarkab Valley — a test of cour- 
age, complete with rivers and 











Our intrepid explorer emtors the valley with only one lite remaining. 





rapids. There are three forms of 
invading enemy which have to be 
destroved: meteors; alien craft, 
which can be attacked from the 
from or annihilated with a quick 
blast of your exhaust pipe; andlas- 
grs which fit across the valley and 
have to be cut off before you can 
proceed. Accompanying these 
meanies are an assortment of 
aliens, such as a figet of Police 


The final part of the test places 


| you far from your craft on a distant 


plain. This is designed to test your 


stealth and determination on foot, 
and is reminiscent of Commando 
in that you have to battle your way 
through the undergrowth, blowing 
everything to smithereens, Most 
important here is the collection of 
spr | objects which are in fact 
Orbs, the curency of the future. 
With sufficient Orbs you can buy a 
more powerful space craft which 
will help you as your quest con- 
tinues. 

Your score is displayed 
alongside the playing area and 
also shows the amount of lasers, 


6“ Onplaying Trap, my mind kept 
| jumpin to 


B comments 


| | 'emup. 





boats and aliens which have to be 
destroyed. 


CRITICISM 





6“ The Spectrum is not famous 
for its shoot 'em ups. There have 
been a couple of outstanding 
ones, but even more have failed 
- Trap is gi another one to 
pop gue The area of the 
no ao is actually 

noso Md iculousiy small, I 
cant imagine what the point 
behind this is = especially as the 
score and status board takes up 
nearty a third of the screen! As 
far às | can see, k isn't worth 
converting reasonable Commo- 
dore shoot jo sa onto the 
Spectrum ... they never | 
rr to reach their full poten- | 
' | 
RICHARD 


O “| wasn' really looking forward 
to this, and | should have sed 
io my Instincts and staped awa 
it's extremely unpiayabis. 
screen contains the most appai- 
ling mix of colours you could 
dream, it's like playing a shoot 'em 
up in a trifle. had great difficulty in in 
distinguishing the characters from 
the scenery. Basically, | would fes! 
sorry for anyona buying Trap. " 
PAUL 


evious — | wonder 
why?! me isn't up to much, 
and Ihinkthat aLugara's advertis- 
ing has been a little bit immodest — 
they seem to be putting a lot of 
effort behind a game which | 
doesn't really deserve it. The 
shading on the planets in the first 
bit of the game is pretty appalling, 
even given the limitations of the 
spectrum. Come to think of it, my 
comparison between Trap and 
Aevious isn't really accurate — | 
much prefer the latter. " 

MARE 





Control keys: Q/A apos a 
down, Arda AGE fire, A/ | 


SPACE d 
Joystick: 
Interface 2 
Use of colour: lots, but it's badly 

used 

Graphics: reasonable, but rather 
confusing 

Sound: no tune and reasonable 
spot effects 

Skill levels: one 

Screens: 14 

General rating: A cramped and 
confused vertically nã shoot 


reis Cursor, 
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Producer: Mirrorsoft 
Retail Price: E7.95 
Author: Mr Micro 


omething strange is hap- 
pering in the depths of 
Ness — and it's got 
nothing to do with Nessy. In true 
“Stingray' style, The loch has 
become infested with potentially 
dangerous alien creatures — and 
you have been chosen to eradi- 
cate the source of this alien threat. 


ing bell, you are lowered to the 
take's bed and 
begins... 

The screen displays a view from 


ing bell = beneath this is a series of 
switches used to control the craft, 
adjusting its speed and direction. 
Moving the joystick left or night 


controls, which are then activated 


down. 

Attached to the top of the crafi 
is a spotlight, used to iluminate 
your surroundings, and oxygen is 
Circulated via a hand-pump. 
| cnh is in short supply, so every 
en you have to tum a wheel 
| eiiatod at the bottom night of the 
screen) to boost your energy level 
— ai the expense of a loss otfuel. À 
limited supply of spears is also 
kept on board, along with two 
bombs — the fire button is used to 
launch either weapon. 

Amongst the harmiess fish 
swimming around are aggressive 
aliens, which must be eradicated, 
The spears can be used to destroy 
these aliens, and more impor- 
tantiy, stop them clinging to the 
edge of the diving Pr ed 
the hull disposes of any aliens that 
make it through your defences. 

When your supply of spears is 
| exhausted, or energy is low, you 

can call up to the sup py ship tor 
more supplies by using the klaxon 
— two blasts for fuel, one for 
ammunition. Supplies are sent 
down to the bell's current location, 
which means you have to stay put. 
However, a stationary craft 


So, in the comfort of an ageing div- | 


vour mission | 


| the glass viewing screenofthe div- | 


| causes a hand to move across the . 


by pushing the joystick up or | 





attracts the attention of a ghastly 
creature which tries to attach itself 
to the bell. can be detached with 
an electric shock, but ft is left 
there too long your craft is 
destroyed. 

Following the fish leads you to 


STATIONARY 
fiLIRÊCIS. e 




















































the source of the alien power = 
which is where your two bombs 
come in handy. | things get too 
hot to handle though, you can 
always resurace and replenish 
supplias, before descending once 
more into the dark depths ... 
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O “ Terror of the Deep can be 
described in one word = odd! 
What a wonderful scenario, and 
what a weird control method. 
took me a fair amount of time to 
find the game hidden amonast 
all the strangeness, and E'm not 
sure that it was worth the effort. 
The action is infrequent (and not 
particularhy testing once found) 
and searching around the seem- 
ingly endless stretch of water is 
less than interesting, this leads 
to tedium and eventually apathy. 
| can't recommend this, it isn't 
addictive and it certainly isnt 
any fun to play. " 


BEN | 
| 0“ The programmers ofTerorot | 


the Deep certainly have a good 
sense of the original. | was enthral- 


| led by all the features contained in 


the inlay, which made the game 
sound so interesting. The program 
itself is a great let down though. 
After being built up by the temifie 
Scenario, lhe product tums out to 
be very boring and shallow. The 
instrument panel is easy to use 
once vouve sorted out what is 
what — in fact this is about the only 
pleasing factor. Terror of the Deep 
is essentially very basic, and con- 
tains little to do. Ú 
PAUL 


| 8“ I'mnotkeen on this at all, The 


graphics aren't very « and 
while it's nice to be told exactly 
where you went wrong when you 
die, | think the necessity for the 


newspaper at the end highlights | 
the fact that it's difficult to keep | 


tabs on everything that's happen- 
ing during the game. As tar as 
addictiveness is concemed, | 
would be compeled to play it 
longer than | actually did if I'd 
bought it, but that's only because 
it costs so much. Overall, | don't 
think there's enough actual con- 
tent in Terror of the Deep to make 
Hworth considering. 
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| Control keys: 2/x tt, MYR 


up/down, Space to fire 


1 Joystick: Kempston, Interface 2 
| Use of colour: monachrome play- 


ing area, brightly coloured instru- 
ment panel 


| Graphics: nice newspaper, but 

| otherwise pretty average 

| Sound: helpful FX, nothing stun- 
1 | mina 


Skill levels: one 

Screens: scrolling underwater 
lochscape 

General rating: À good idea, but 
its potential hasn't been realised. 


d Playability 


| Antdictive qualíties 
Value for money 
| Overall 
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| ; When was the last time you had the chance to attend 
— championship sporting event-or better yet, play in 
| one? Gamestar's series of outstanding sports simu- 
I-- red sd a de that chance. Make the playoffs. 

| Playin the final round at Pebble Beach. | 
| Compete against the top teams, 


* Every Gamestar simulation is as real as the 

| Sport itself, from gameplay to strategy to 

| * Braphics. So winning the championship 
“wont be easy. Hit was, it wouldn't be 

— worthit, 

* Forthe very best in sports-the 

| excitement, the challenge, even the 
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TRE T TEL Rs ng in stock you might want, but HE it s-myithin our 
* power to get It for you, then we wiM, ANY qi the SofWware reviewed in this 
issue of CRASH! cán be ordered by using tie form De Em. a 
Butto avoid disappointment, please ring tirst tod ck dvalability ofung ualite 
CRASH Mail Order is backed by the resources of News eld Ltd, publishers of 
magazine, ZZ2APland AMTIX, which has been suppiying more than 150,000 comi 
- users with software for over 3 years, so youjgan be Sum.of the very bost ir 
v — Mhegê is no mail order catalogue involved, just use the prices quoted in the 
in'CRASH gr the Knovan retail price. Shouldiyou have any queries on prices, just ri 
the number showm-onifhe form and our staff wil advise von DRM. BEST AS 
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” Anyone may É 


| take adv ifage of the discount toupons on the form — El offardem . *. 
worth more than-£20, and 5 p off orders (vorth mu ne than E io. Additionally, CRASH. 
Subseribers are automatically entitled to further miscounts an every item ordered. We * 
makeino charges for postdod packing (within the UK). y à nd 
- Nothingcouid bestmpler = fill in the formtoday and order whatever you like. dl 
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THE FINAL 
CHALLENG 
THE GODD 
RETRIBU 


Konami are soon to rela 

Nemesis, the conversion of 

smash hit arcade shoot 'E 

LMLWD insists that Nemes = d= hei 
Goddess of Retribution, b 2d 
as we'Te concermed it's g 

planet under attack 1 

enemies from the : 

Bacterion. As | 

galactic fighter pi 

en called into q 
nc ação from 
landscape 
taly as you É 
through the pl 
However, the meaghã 
that the fighter is inttially! 
with is not nearty enough 
the dreaded motherships, 
therefore your fighter must bê 
rama throughout the game. 

cavems house many 
monstrosities, including fire-spit- 
ting volcanos and fiendish skele- 
tons who spit poisonous acid. 
There's also a whole army of 
marauding aliens dealing out 
death and destruction to all in their 
path. 

The Nemesis that we received 
from xonami's representativa was 
the latest working version availa- 
bla. However it is still incomplete, 
and the game is yetto be approved 
by KONAM!... until this approval 
is given, any 'reviews" which you 
if dear are prematura - and 
probably inaccurate! 


NEMESIS — WRATH OF A WARÍÉ 


Continuing the recent spate of supply of bullets, and when this bodies — and the tactics 
2000 AD licences, MARTECH have eventually disappears he mustrely more and more-gnusgé 
snapped up Nemesis The War- on Excessus, his mystical sword. name continues 
lock, one of that magazine's most As the screens. bacomê 
popular characters. The resultisa  involved.the 
piatform game which sees climkb 
is leaping around, with 
plenty of slaughter thrown in for 
good measure. The player takes 
the role of Nemesis, as he pre- 
pares to save the Galaxy from the 
evil shadow of Torquemada anc 
his savage army - The Te 
minators. 
There is a sword through 
skullat the bottom left hang 
of the screen, represe 
number of Terminatof 
into the. adventure. 
Nemesis spends q 
more Torquemadase 
sénce and sen 
ments to conql 


equipped with: 
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PROGRAMMERS WITH PEDIGREE 


A fulsome programme of releases 
is planned for the Spectrum down 
at Chateau HEWSON, and the first 
game we should be seeing is Gun- 
runner, dus at the end of May. 
Programmed by Christian 
Urquhart, the man behind Daley 
Thomson's Decathlon and, more 
recently, Robot Messiah, Gunrun- 
nar takes the form of a scrolling 
shoot em up. Thescenario has not 
vet been finalised, but the the cen- 
tral character has to fight through 
16 levels of an alien landscape col- 
lecting Rems and dealing death to 
a range of mobile attackers, The 
let-pack wearing hero can run, 
leap, crouch and, of course, fly, 
and he travels smoothly — over 30 ii | 
frames of animation are involved q HI Hd 
in eg movement. | 
ynapse, a game written by 
Dominic Robinson (responsible 
for the Spectrum version of | 1] li 
Uridium), is due out at the end of | il 
June and features several neat ni E 
programming twists; Dominic sa 
ço to pa the colour memory 
or a start! Another HEWSON game, A ss TE | lj 
as vet untitled, is planned for the | a E 
end of July, while the month of 
August should see Exolon arrive in 
the shops, courtesy of Rafaella 


Cecco whose last labour of love Ea Fr 
was Equinox, E The intrepid hero in GUNRUNNER gains a little bit of altitude and zaps an opponent with his trusty laser 


| gi 
Ac 


| . q D OW N N E Haifa dozen options contront Doc in his mission to gain access to the 
| Eh, | | energy dome from which he has been banished. 
Es eirtakeover | : Go down the manhole and... 
sd Deke is a real rough tough criminal 
pe — an offender from the day he 
first broke free from his playpen. 
Now the authorities have got 
thoroughly fed up with his antics: 
he's been thrówn into jail and Is 
going to be tumed into an android. 
Deke isn't too impressed with this 
prospect, so plans an escape, 
E's just broken out of prison and 

Ss onthe lam when you step into 


Eike — the blue guy 
ecaim is to Diff 

| Scturtty 
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POWERING UP 


Part of the budget wing of caL, a 
iabel known as THE POWER HOUSE, 
plans to augment all ks releases 
with an audio track = a group 
called House Electronic Experi- 
ence Is to provide musical accom- 
paniment for every new release. À 


game and a tune for 21.99 — can't 
be bad! | 
The first two POWER HOUSE 
games should be out any day now 
= Timetilight and SWAT. Timeflight 
pu you in the cockpit of a Word 
'ar Iighter plane, engaging other 
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“Zooming round in a bipians, Ace Lensperson Cameron Pound 
goes for the À — he's alrosdy collected the W and plana to head 


out into futlurespece 


planes in dogfights. After collect- 
ing the letters to spell WARP you 
travel through time and continue 
your shoot 'em up exploits in 
space. SIWAT, on the other hand, 
is much more down to earth — 
you're a bug attempting to escape 


UM MEXUS 


o = Ra 


Form NEXUS |£ 
IO SOFTWARE 


fo! Lam h 


from a decidedly dangerous gar- 
den. Other insects are hungry and 
view you as a tasty morsel = kill 
them off or run away — while 
poisonous plants have to be 
avoided, and worms eaten to keep 
up stamina. 





BREAKING OUT |dHNINHES NI 


with Auf Weidesehen Monty just 
around the corner, GREMLIN are 
nearly ready to release their 
enhanced version of the basic 
Breakout'Pong game. Called 
Krakput, this particular bat 'n' ball 


game is played horizontally on the 
Spectrum screen and features a 
collection of upgrades from the 
original classic. Should be in the 
shops by the time you read this. 


[E more bat ano bati fun from crEmLIN 


AC TIVISION 
TION 


Witha host of arcade licences just 
around the comer, including Fire- 


trap, Rampage, Wonderboy and 
Quartet, ACTIMSION are currently 
putting the finishing touches to 
Howard the Duck, an arcade com- 
t adventure featuring the feath- 
pe cartoon heró, and a Speec- 
tum version of the LUCASFILM 
game Koronis Aift is nearing com- 
pietion — but like Lite Computer 
People, 128K quners are the qn!y 
Spectrum people who will be able 
to travel across the fractally-=gen- 


erateo landscape in search of 
tachno-serap. 

Stahlemates, ELECTRIC DREAMS 
should have completed Enduro 
Racer by the time you read this; 
weve managed to eurb our 
enthusiam and are eagerly await- 
ing a finished version of the game 
before embarking on the review. 
Big Trouble In Lithite China, and 
otar Haiders Il should also be 
ready for review In time for next 
Issue, if all goes well. 


5 Hiooks as ifthe automatic defence apystems have been activated 


Londy 


space fighting features heavily in 
STARLIGHT'S next couple ol 
releases tram under tha v wing O 
ARIOLASQFT. Di atiscape-puis you 
at the controls of a Sol Federation 
fighter craft expecting to enter into 
one-on-ane combat with a Varg 
pilot. In the advanced political cli- 
mate of the future, intergalactic 
wars have been recognised as a 
homendous waste oÍ Elifa| 
resources, so the sol Federation 
and the vVargs setilé their difler- 
ences Dy sending two crack pois 
nto a deadly space tunnel known 
as the Deathscape. 

Trouble is, this time when you 
enter the Dealhscape vou dis- 
cover that the Varas have d 
to-cheat: you are contronted by an 
entire fleet of Varg fohters.,.. 
your crack combat skills can 
sol Federation from being 


lives 


save the 


 Over-run by the evilahens. 


Continuing the space 
theme, STARLIGHT 


coma 
plan tô pr 
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would-be neroes against el 
anóther horde of alien invaders in 
Doglight 2 187. Apparentiv;a hole 
in the sbace-time continuum has 
allowed the aliens to enter your 
galaxy and the first priority has to 
be sealng the breach in space. 
Your predecessors in time, The 
Old Ones, created a Spatial 
Generator Which would Es Ldlha- 
ble of sealing the nt in space — 
except ondrous. piece. of 
equipment has been dismantied 
and the components scattered 
across the galaxy, 
Fighting off the attacking aliens 
is problematic enough, b ut those 
Na paris have to be found iflife as 
vou Rave coma to know and love it 
isto] De preserved. Dogfightuses sa 
win vigwscreen Cisplay to present 
the action in space, and features 
vector araphies, One or two 
players can jominthetun, TopGun 


style. 


this gli 


entered the Deathscape combat tunnel in force... 


Ê The Vargs simply don't know what's cricket. Dirty rotten cheats have 


Blasting your way through space, playing the role of Rhett Dexter, 
potential saviour of the universe in DOGFIGHT 2187 
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“Ask for ARKANOID. 


"The REAL thing” - 
cat your local. mA stockist, 
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It was a one-in-a-million accident — 
but Number Five, designed to be a 
strategic artificially intelligent 
weapons system, the most 
sophisticated robot on the planet, 
| has escaped — and has come to 
the conclusion that he's alive! 
Now the scientist who put him 
together wants to take him apart 


| Ocean Software Limited | in 
Ocean House - 6 Central Street - Manchester: PR 
Telephone 061 832 6633 - Telex 669977 Ocears G 
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again to find out what went Wrong 
The president of Nova Robotics wants 
to capture him before the Weapons | nes 
carrying kill millions of + Civilians. 
And the security chief wants to | 
blow him up:so “that ne can get 
home in time for dinner, 
YOU are Number Five,. YOU are et E 

and YOU have got to stay that w 
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